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It’s never gone away. At i hank 

seriously powerful tech, gamers are 
noticing the PC again. Read why we think 
the PC is the best platform for gamerswho {| 
want that bleeding-edge experience, 
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The Real Science of Star Wars 
Lightsabers? Aliens speaking English? Hyperspace 
drives? We settle the raging nerd debates about the 
probability of Star Wars’ science. 


Games, in Book Form The next Painting a Rift 
Dark Horse Comics reveals their ; > MMORPG Rift’s art style suits 
upcoming graphic novels and art Pl ayStation Move? its planer incursions, mythical 
books that every gamer will want g 


: : monsters, and powerful 
‘ ; generation of hands-free gaming : : 
gracing their bookshelves. currently under development from Ascended warriors. 


the minds at Sonys Liverpool Studio. 


Twitter.com/gamepro 


Debate Club 
What military shooter 


m4 y will come out on top: 


Battlefield or Cail of Duty? GamePro 
editors duke it out. 


24 SnapShot—Anomaly: Warzone Earth 


28 Skulls of the Samurai 
(Indie Games Roundup) 
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34 Saints Row: The Third 


36 Catherine 


= 20 Dead Island 


Psychology of Gains 
and Losses 

Why winning and 
losing in different 
increments ts ruled by 
the biases in your brain. 


Critical Analysis: 
Valve Games 

How a dedication to 
great writing is behind 
the mystique of Valve's 
beloved quirky titles. 


Critical Analysis: 
The 3DS 

We take a look at 
the launch titles for 
Nintendos much 
ballyhooed new 
handheld. 


State of the Systems 
Our monthly report on 
what we dig and what 
we ding on all major 
gaming platforms. 


Drink up. UY milk? 


15% of adult height is 
added as a teen—see how 
milk’s nutrients can help at 
bodybymilk.com/chrisbosh 
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FROM THE EDITOR 


s you have probably noticed by 
now (and if you haven't, I thor- 
oughly recommend reading the 
cover before my editorial), the 
good old trusty Personal Computer is be- 
ing featured very heavily in this issue! 

Why are we making such a fuss about 
this machine, which many feel is dead in 
the water? Because we feel it’s not. And 
not only do we think it’s not—we think 
it’s heading into resurgence! Over the 
years, the popularity of the PC has ebbed 
and flowed, and while we certainly don’t 
think it will be as absolutely massive as 
it was in the late ’90s and early ’00’s, we 
do think the PC is ready for the limelight 
again as purveyor of the highest quality 
gaming experience. We articulate our 
reasoning for that in our extensive cover 
feature this month—largely based on the 
fact that the latest generation of gaming 
consoles are now five years old, and 
while they have remained technologically 
locked, the PC has continued to develop, 
slowly, but surely. 

This year, we’re seeing a whole bunch 
of games that are taking advantage of 
the PC’s technical superiority, and for the 
first time since the latest generation of 
consoles launched, we're seeing a big dif- 
ference between some console versions of 
games and their PC counterparts. While 
some may argue that has always been 
the case, we'd counter that the difference 
between consoles and PCs could only 
be seen with an extremely expensive 
machine. But now, the difference can be 
seen even with a reasonably priced PC. 

While some might see our endorse- 
ment of PCs as some kind of bias, or 
indeed a slap in the face to console fans, 
ultimately all we want to do at GamePro 


Nick Geist 
Jessica Reback 


ADVERTISING advertising sales inquiries only, please 
Sales Director, Bay Area and Northwest 
Sales Director, Southwest 


THE RETURN OF THE PC 
(WHAT—AGAIN?) 


is call it how we see it. The staff here has 
access to every gaming system: What 

we re most interested in is finding the 
best gaming experiences you can get—on 
any system. Sometimes that might be on 
a 3DS. Sometimes that might be on an 
iOS system. Sometimes it’s on a console. 
And sometimes it’s on a PC. 

This year, we're going to see some 
amazing console games, and indeed some 
incredible games on every system, be- 
cause every system has its banner titles. 
But what we didn’t want to overlook, 
and felt important to point out, is what 
we think are significant developments in 
PC gaming at a reasonable price. | think 
high-end PCs have always been ahead of 
the game, but they were phenomenally 
expensive, and very few gamers had the 
money to afford them. But now, a reason- 
ably priced PC is capable of delivering 
graphics that are significantly beyond 
what a PlayStation 3 or Xbox 360 can 
offer: Combine that with larger, faster 
memory and you end up with games that 
are definitely a step ahead. 

So over the coming months, expect to 
see a little more PC coverage in GamePro 
than you might have been used to seeing 
in our pages over the past few years. Of 
course, GamePro will be bringing you 
the best of every other system, as it has 
always sought to do throughout its 
20-year history! 


Jaz Rignall 
VP. Content 
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Jaz Rignall V?, Content 

Jaz spent time 
rooting around 
GamePro’'s 
vault, seeing 
what lies in the 


dusty boxes 


contained 
therein. A lot of junk, apparently, but 
some old NES classics he thought 
would be fun to play again. Ten minutes 
later he was bored and went back to 
his 3DS. Retro gaming is not as fun as 
it used to be. 
Now playing: Puzz/e Bobble Universe 
(I hate calling it Bust-a-Move), Need for 
Speed: Shift 2, Rift 
Twitter: @jazrignall 


Karen Chu Art Director 

Karen has 
recently been 
seeing lots 

of ads for the 
Coca-Cola 


Company’s 


planned 
resurgence of Mello Yello soda. But 
c’mon, we all know that the tastiest 
American soda is Vernor’s Ginger Ale. 
Now playing: Pokémon Black, 
Egg vs. Chicken, Battlestar Galactica: 
The Board Game 


Twitter: @momopeche 


Jason Wilson Group Vianaging Ed. 


Uh-oh. Jason’s 


brought his 
miniatures 
into the office. 
Someone 
should tell him 
that he needs 
to play with virtual, not plastic, armies. 
Now playing: Shogun: Total War 2, 
Men of War: Assault Squad, Might and 
Magic Heroes VI, Dungeon Siege III, 


Rift, The Elder Scrolls 1V: Oblivion, 
Dungeon Raid 


Twitter: @jason_wilson 


Tom Price Executive Editor 
y Tom gota 


haircut and 
trimmed his 
beard, but it did 
little to make 
him look less 
like Gimli. Good 
thing he’s not that short and only rarely 
carries around a battle ax. 

Now playing: Crysis 2, Dragon Age II, 
Game Dev Story, Dungeon Raid 
Twitter: @Tomelet 


Patrick Shaw Senior Editor 

sii’ a_i Pat's love of 
Baconators and 
horror movies 
has gotten out 
of hand as of 
late. He also 
urges you to 
watch Norwegian indie-horror flick, The 
Troll Hunter. 

Now playing: Crysis 2, Scrabble 
(iPhone), PixelJunkShooter2 

Twitter: @patrickshaw 


Will Herring Reviews Editor 
USE COFFEE Will is trying to 
WITH WILL 


save electricity 
this month by 
sleeping in 
jeans, a hoodie, 


and a blanket 


scarf. He just 
needs some thick-rimmed glasses and 
he’s officially a nocturnal hipster. 
Now playing: Nintendogs + Cats, 
Pokémon Black, Tiny Wings 
Twitter: @gp greyscale 


Kat Bailey Associate Editor 

Kat is settling 
in nicely into 
her new gig 
at GamePro. 
In fact, she’s 
already 
established 
herself GamePro’s undisputed Pokémon 
Champion, having crushed McKinley 
four straight times. It’s true—Kat is the 
very best, like no one ever was. 

Now playing: Fina/ Fantasy /V: 

The Complete Collection, Stee! 

Diver, Madden NFL 11, Dragon Age Il, 
Pokémon Online Battle Simulator 
Twitter: @the_katbot 


Ray Barnholt Associate Editor 
Honestly, the 
only reason 
Ray took a job 
at GamePro 
was to read old 
issues and feel 
better about 
making tired references. Oh, that Toxic 
Tommy; he was worth his weight in red 
crazy faces! 

Now playing: Dragon Quest VI, 
Minecraft, Pilotwings Resort, Portal 2 
Twitter: @rdb_aaa 


McKinley Noble Staff Editor 

, Although 
McKinley's 
been around 
GamePro for 
three years, 
he’s back at 
the bottom 
of the staff totem pole after some 
embarrassing Pokémon losses to Kat. 
At least he still has his pride, right? 
Now playing: Pokémon White, 
Pokémon Online Battle Simulator 
Twitter: @KenTheGreat! 


Chris Parisi Video Producer 
Nerding out toa 
new camera he 
got, Chris filmed 
himself in slow- 
mo kicking 

tin cans 
around...naked. 
Now playing: Lego Star Wars III: 

The Clone Wars, Fallout: New Vegas 
Twitter: @chrisparisi 


Andrew Yang Sr. Graphic Designer 
Andrew spent 
this month 
taking down 
and setting up 
multiple art 
exhibitions 
showing off 

a glorious painting of human babies 
being eaten by goblins. No one came 
to see them. 

Now playing: Pokémon Black 
Twitter: @stitchmind 


Will Chu Graphic Designer 

t Will is rather 
excited about 
the redesign 
to the E3 
Show Daily. Its 
new look and 
direction has 
enough potential to take over the entire 
look of the next E3. Be sure to watch 
out for it! 

Now playing: Pokémon White, 

Sword & Sorcery 

Twitter: @ashjaw 


Jaz Rignall, VP, content 

Same reason why photos didn’t kill paintings, movies didn’t kill photos, 
TV didn't kill movies, and the Internet didn’t kill TV. And why books have 
survived since they were invented. Ultimately, print is a media format that 
delivers a unique experience. Some people think print is dead because 
they really don’t understand the medium. As a source of news and 
cutting-edge info, print is definitely dying. But as an experience that can 
place ideas, concepts, words, and pictures together in a beautiful presen- 
tation that delivers a different kind of reading experience, print is still very 
much alive. Oh, and print doesn’t need batteries or Wi-Fi. 


QoftheMONTH 4 Jason Wilson, group managing editor 


I’m an old newspaper editor, so anything | say is going to have an agenda. 
But have you tried reading an in-depth piece online? We’ve been pro- 


We turn to grammed to read short, quick hits online (and with social services like 
Cliff Bleszinski to Twitter making such thoughts even shorter). Print lives—and will always 

. live—because the printed word, on paper, is better at holding our atten- 
quiz the GamePro tion than pixels on a screen. 


Staff. CliffyB asks the 


nie | Tom Price, executive editor 
magazines old fossils: 


Wait, it isn’t? You guys told me we were running all this stuff online! Print 
is not dead for one simple reason: Holding an actual magazine in your 
WHY ISN’T hand is still an experience that people enjoy. If you’re trying to find out 
p RI N T D F A D Y FT? some specific piece of information, like when your favorite game is com- 
. ing out or what the latest trailer looks like, you’re going to use the Internet 
because it is a research tool. But when you want to settle down on an air- 
plane or the toilet or your favorite comfy chair and just read something— 
which we still like to do, as do a lot of people—you want a physical thing 
to get absorbed in. Something that has a lot of time and care put into 
the design and writing. That’s still an experience that means something, 
whether you're reading about games or something else. 


Creepy-Baby Machine 
ABOUT THE ART We've been featuring a lot of 
homegrown custom art in the 
magazine for a while, and avid 
readers might notice that we always 
seem to have an abundance of eerie 
old man and baby illustrations. It’s 
almost as if we had a some sort 

of creepy baby machine-drawing 
generator. In fact, we do—and his 
name is Andrew Yang. To get a 
glimpse of his cute but twisted 
mind, check out his site at 
www.stitchmind.com. 


—Karen Chu, art director 


5/1/11 Check out the beam katana in 
HD as No More Heroes: Heroes’ Paradise 
arrives for the PlayStation 3 today. 


5/8/11 It’s Mother's Day. Don't forget to call 
your mom. She’s only been waiting by the 
phone for weeks now. 


May is often seen as a time for renewal, 
but this month features mature, violent 
games sitting alongside days set aside 


to honor Mom and country. 


Release dates are subject to change. 


5/3/11 Thor: God of Thunder storms into e Mayo. A holiday 
stores today. Will Asgard’s finest fit into the of deep significance to Mexicans is now 
digital realm? an excuse to get drunk in America. 


i 
mi 


5/10/11 It’s not “Talk Like a 5/17/11 We're ready to fall in love with L.A. Noire. 
Pirate Day,’ but Lego Pirates And spill some blood in The Witcher 2. And see 
of the Caribbean is out today. boobs jiggle in 3D in Dead or Alive: Dimensions. 


5/20/11 PC gamers finally get 5/24/11 Alma’s back in 
Fable III—nearly six months F.E.A.R. 3. Don’t turn off 
after its Xbox 360 release. Sigh. the lights. 


5/21/11 Ring in Armed Forces Day by enjoying a military 5/31/11 Celebrate Memorial Day by destroying everything 
shooter or strategy titlke—and remembering the sacrifices in Red Faction: Armageddon or with some hack-’n’-slash fun 


our soldiers make so you can sit on your butt and play games. in Dungeon Siege III or Hunted: The Demon's Forge. 
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37 CHART-TOPPING HITS 
AND CLASSIC TRACKS 
FROM THE BIGGEST NAMES 
IN CONTEMPORARY MUSIC. 
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henever I hear of a game 

having a crappy single- 

player—and it is usually 
because the eee took 
resources away from it to make 
the multiplayer-—I will completely 
ignore the game all together. There 
is areason I havent played so 
many shooters recently. I will not 
Support a company who Sacrifices 
the main experience ina game to 
Satisfy competitive jarhe: ad: 5 who 
just want to shoot things. 

Everyone who buys a game 

can play the single-player. Not 
everyone can play the multiplayer. 
Not even close. 
—~EKGPROD via GamePro.com 


lagree. [get so angry when people ignore 


¢ 


he ae on ~- : Ooingistelling the YOU SAID: | feel like people have over- 
the single-player campaig Al this is dc ing is tell Ing u 2 vexuind inchs betes hace taocey 
industry that we dont care elie utit and would rather just Princess” is a thing, so to speak. It’s an 
aaa nto an online match. Do: youre ally want tobeina i aniaadaabaeia --damemtane wees 


who appears or acts delicate and probably 
aming ll] ndustry Vy where all of the b bigge est releases have no doesn’t want to get their hands dirty. It’s not 
5] a so much a stab at women as it is a stab at the 
sin g] ang slay Mok Ga \paigny ; stereotypical “Fairytale Princess” character. 


“e-mail letters, comments, ideas to feedback@gamepro.com CONTINUED ON PG. 12 
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User Reviews: 


DC Universe Online 
By Gstar619 


DC Universe Online starts like most MMO games— 
you can choose to create a new character or use a 
template. For example, if you want to look and have 
the same abilities as Batman, you can choose his 
template. But most people will be going for a custom 
character, and the game does not disappoint in its 
customization options. 


The combat system is the main chunk of the game, and thankfully, it works 
great—the targeting can screw you over sometimes, but fortunately not too 
often. Quests are nice and varied, though some become a bit tedious, forcing 
you to kill a certain amount enemies or loot for a specific item. 

The level cap in the game is 30—you might think that’s a bit small, but with 
the amount of characters you can make, DCUO has lots to do, like duos— 
high-level instances that you take on with one other person. These are a nice 
addition, as they require a lot of teamwork and communication. 


I have had a lot of problems with the game’s audio—guns don’t make 
sounds, quest givers don’t talk, and on some occasions, all audio cuts out, 
apart from the music. But it’s a good-looking game with a nice comic-book 
style, even if the framerate does take a dramatic dip when the action 
gets thick. 


Overall, DC Universe is a great game that’s got me hooked—I am not a MMO 
person, but the action-based combat is great and something other MMO’s 
should do. It isn’t perfect, but then again, no MMO is so soon after release. | 
have no doubt the problems | have addressed will be fixed in time, and when 
they are, this game will be a force to reckon with. 
kkk 


Halo: Reach 
By DragonBoy 


Halo: Reach still has a hold on me. The Halo core 

is still there, but Reach is by far the greatest Halo 
game created so far. It has a campaign that allows 
the player to experience a variety of gameplay, 
such as driving a Warthog and piloting a Falcon and 
facing off against large waves of the Covenant, with 
just you, Emile, and a few marines. 


The new Firefight mode has an amazing variety of maps to play on, and 
it’s insanely cool custom skulls make it fun and easy to get Achievements 
due to power-ups like invincibility and unlimited ammo. Forge is much 
better than in Halo 3, and makes it easy to create your own maps. 

Lastly, there’s multiplayer. | love how you can just go out and play any 
kind of mode and then jump right into a friend’s custom match. And by 


personalizing your character, you can really stand out among other players. 


It still has, however, an element of repetitiveness. Sometimes, it’s boring to 
be sitting in the same corner, bunking and waiting for enemies. But in the 
end, that’s only a minor fault. Overall, | love the game and think it’s Bungie’s 
finest work. 

tk kk 


The authors for each of this month's featured user reviews win a random 
game for the console of their game review. To review a game on GamePro. 
com, Click on the “User score” link on the GamePro.com product page or 
review page. 


As for the Dickwolf situation, it was never 
a rape joke. It was a joke about MMO tropes. 
Rape was included to illustrate just how hor- 
rific the plight of the captives was. As some- 
one who believes that no topic is off-limits 
for comedy, I think this joke was 100 percent 
fine. The shirt, on the other hand? Yeah, that 
went a little too far. But they canceled those 
shirts. All wounds healed—or, at least, they 
should be. 

If you think about the jokes, and especially 
if you employ a little “benefit of the doubt,” 
everything looks fine. People’s intentions are 
not always the worst. 

—Sharpless, via GamePro.com 


YOU SAID: These games don’t seem to affect 
you until close to the ending. That’s when 

you realize you have become attached to the 
characters even though they don’t say much. 
As for the technical issues [from the previous 
games], it was just the limitations of the hard- 
ware at the time, and I’m sure the HD remake 
will fix these. There is a reason why they are 
considered classics, so do yourself a favor and 
get them. —control_freak via GamePro.com 


Internet Ruins Game Humor 


YOU SAID: 
I also want to think it’s because so many gam- 
ers lack social skills, so their only means of 
small talk exists inside their small bubble of 
video-game one-liners—like people who talk 
entirely in Family Guy references. 

You take a more optimistic look at it. I just 
hate Portal because of the Internet. 
—M3wThr33, via GamePro.com 


Have a gaming-related sketch, painting, mode 


1 i eee S| eae reve aes we rian bn 
toy, costume, Phote, or otnerwise uncategorizabie 


piece of art youd like to see featured in C 
magazine? Send it to feedback@gamepro.com 
or mail it to GamePro Art Attack at 501 Second 
Street, Suite 500, San Francisco, CA, 94117 


'g - i i eae 
for your chance to win! 
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Nintendo 3DS 


GamePro on Twitter 


@GamePro 

Today's sound off: What 
city or cities would you 
like to see the next 
#GTA game ‘set’ in? 

San Francisco, Memphis, 
Chicago, Boston...? 


AgentcoopOO7: 

San Francisco could be 
very cool, with all those 
hills to jump cars over :) 


Esotericus: 

As a Chicagoan, I think 
our city is just begging for 
one. Even the Prohibition- 


era April Fool’s joke they 
pulled would be nice. 


cdkee: 

I want a more detailed/ 
realistic San Andreas. Like 
what they did to Liberty 
City. Or London. 


Follow us at Twitter.com/GamePro! 


SnakeMcMillan: 

I want San Andreas with 
GTA IV engine. In other 
words: L.A., Frisco, and 
Vegas with country and 
desert in between them. 


Jaeger74: 

What about London, 
Paris, or Dublin? Let's try 
going to a different 
country for once. Might 
make things interesting. 


an 


nJunes Spawn Point, we vacation to Dead Island’s zombie- 
infested paradise, pore over the seductive art of Catherine, meet 
Prototype 2s new pissed-off protagonist, crack Chimera cranium 
in Resistance 3, get sucked into six sweet Indie Games, and indulge in 
some dick jokes from Saints Row: The Third. 


* Above: What's worse than a nightmare you can’t wake up from? Marriage. See, page 36. 
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MIDNIGHT IS UPON YOU! 


MGC is hitting the road again and we’re coming to see 
if you have what it takes. You better bring it! 


Begins summer c011 


MIDNIGHTGAMINGCHAMPIONSHIP.COM 


All Trademarks and copyrights are property of their respective owners. All rights reserved. ©2011 Major Gaming Championships LLC. 
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Resistance 3 /Jooks just as good in multiplayer mode as it does in the solo campaign 
—the visuals retain the same high detail and zippy framerate. 


Resistance 


. 
” 


The P53s other flagship shooter returns with more manic 
multiplayer madness and graphical goodness galore. 


WORDS BY MCKINLEY NOBLE "*." 


ans of Resistance did a collective head 

tilt when Insomniac and Sony revealed 

the game’s new multiplayer mode. With 
Resistance 2 pushing the online player cap to 
dizzying new heights, the expectation was that 
the next step would eventually be massive, 
100-player skirmishes akin to another best- 
selling PlayStation 3 exclusive, MAG: Massive 
Action Game. Insomniac, however, has thrown 
a curveball with their new multiplayer mode, 
which supports a maximum of 16 players 
online. Sixteen. For those counting, that’s way 
less than the multiplayer cap of Resistance 2’s 
60-man Skirmish mode. Why is Insomniac 
thinking smaller? 

“Our biggest motivation in determining 
our new player count was the fun times that 
we and the community had on maps like 
[Resistance: Fall of Man]’s Busyard and 
Rooftops as well as the Bayou House and 
San Francisco maps in Resistance 2,’ James 
Stevenson, Insomniac’s senior community 
manager, posted on the official PlayStation 
Blog during the day of the announcement. 
“We learned a lot from Resistance 2 co-op in 
terms of giving players the ability to create 
specific roles in a team and level up different 
abilities—which you will see with the various 
active tactical and support abilities, as well as 
the new personal and combat attributes.” 


Tight Gameplay, 
Tighter Graphics 
It’s not just the new content, either—the 
visuals in Resistance 3 thankfully don’t take 
a hit moving from single-player to multiplay- 
er, something that is quite noticeable in 
Resistance 2. Every visual effect is just as 
sharp as it is in the main game, with swirling 
clouds of dust, subtle shadow effects, and 
patches of sunlight that break through the 
ruined structure of a prison located in the 
African Republic of Chad. In fact, the level 
of detail is so good, you'll even mistake a 
Radar Decoy—a new multiplayer device that 
functions like the holographic decoy in Halo: 
Reach—for an actual player. 

Some Resistance multiplayer fans might 
actually be relieved that they won’t have 
to worry about getting shot from every 
direction just because a map is stuffed with 
trigger-happy players. Resistance 3’s 8-on-8 
“Humans versus Chimera” mode actually 
gives you time to breathe, time to assess 
your next move, and time to track down 
the last player who just shot you in the face. 
Overall, the mode is more streamlined, 
letting every player zip around the map like 
lightning, respawn in a matter of seconds, 
and then immediately re-insert themselves 
into the fray. 


Getting Some Class 

Before heading into combat (or after getting 
killed), you can customize your stock of 
weapons, armor, and special abilities, giving 
you a more defined role. If you’re looking 
for overwhelming firepower, the Warden 
class packs tank-like armor abilities with 
close-range guns and explosive ammo. The 
Specter class specializes in stealth (includ- 
ing a Predator-like camouflage ability) and 
long-range weaponry. Survivors are the 
well-rounded bunch, while the Infected class 
is delightfully gross. One of the Chimera’s 
exclusive abilities, Leaper Corpse, spawns 
tiny creatures from your body if youre killed, 
which chase players around the map and 
then kill them. 

You spend experience points to unlock 
abilities, giving Resistance 3 a distinct 
Call of Duty: Modern Warfare flavor as well. 
From bubble shields and radar enhancements 
to enhanced weaponry, the game’s clear 
incentive is making you feel like an individual 
combatant rather than just another face in 
the crowd. 

Will Resistance 3’s tighter player caps ever 
revert to the franchise’s traditional huge 
multiplayer matches? Probably not, but 
Insomniac doesn’t seem worried. For them, 
Resistance 3 is trying quality over quantity. 


Special abilities in multiplayer are directly tied to your skills. Racking up a high 
kill streak increases the effectiveness of your weapons, items, and armor. 


// BY THE NUMBERS 


Locked rate of 

frames per second in 
Resistance: Fall of Man, 
online or offline. 


Maximum # of players 
for Capture the Flag in 
Resistance: Fall of Man. 


DDR LER ESE ES LIE ELLIE 


Maximum # of players 
for Meltdown in 
Resistance: Fall of Man. 
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Highest possible 
multiplayer cap for 
Resistance: Fall of Man. 
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Maximum number of 
players for Capture the 
Flag in Resistance 2. 
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Maximum Team 
Deathmatch and | 
Meltdown players 
in Resistance 2. 


SRSA TRON NACA SIS IL AO Se A 


Multiplayer cap 
for Resistance: 
Retribution (PSP). 
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| (above) is central to Prototype 2’s story-line. 


The animosity between Alex Mercer and James Heller 
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sequel introduces a new protagonist who doesnt bitch 
about his superhuman powers all the time. 


WORDS BY PATRICK SHAW °" 


= he original Prototype sold a 
respectable 2 million-plus copies, but 
reviews for Radical’s shapeshifting 
open-world game were, frankly, all over 
the place. Some praised Prototype and its 
portrayal of a New York City putrefying 
from a virulent plague (A- from Onion 
A.V. Club; 4.5/5 stars from GamePro), 
while others deemed it hollow (3/5 from 
GameSpy; 60/100 from PSX Extreme). Even 
Prototype 2 Design Director Matt Armstrong 
admits they weren’t happy about “a lot of 
things” regarding Prototype’s execution. 

“There were things that were weak in 
the final product...poor characterization, 


abstract open-world content that didn’t 
really tie back into the main game,” Arm- 
strong confesses, “and what resulted was an 
incredibly diverse range of reviews. It was 
extremely polarizing” 

Armstrong explains that one of the first 
things the team did after Prototype’s release 
was hold a portmortem in which they 
discussed everything that worked—and 
everything that didn’t. Radical compiled a 
mountain of feedback comprised of every- 
thing from reviews of major publications to 
posts on message boards. “It gave us a really 
clear road map of what we needed to do with 
the sequel,” Armstrong says. 


Believe the Proto-hype 
The most dramatic change Prototype 2 intro- 
duces is you no longer play as Alex Mercer. In 
fact, this time around you actually play the 
man who wants to kill him. Prototype 2’s new 
protagonist, Sergeant James Heller, believes 
Mercer is responsible for the death of his wife 
and child, who perished from the Blacklight 
plague. Heller’s a fearless soldier who accepts 
suicidal missions because he’s lost everything 
that matters to him. 

Like Mercer, Heller also gains superhuman 
abilities. But Heller and Mercer are nothing 
alike, and therefore the Prototype 2 plays dif- 


ferently. Heller’s more attuned to his powers 


Prototype 2's /airs are treacherous subterranean pits 
loaded with heinous mutants. Enter at your own risk. 
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than Mercer ever was. While Mercer laments 
his superhuman abilities, Heller embraces 
them as a powerful tool to use in the world. 
Armstrong likens his personality and what he 
does with his newfound powers to what fic- 
tional heroes like Jason Bourne or Jack Bauer 
would do if they had these powers. 

“We've also made changes to how we're 
approaching story this time around,’ Arm- 
strong notes. “The first game’s story was very 
confusing and disjointed—this time around 
we want a straight light for the main story. 
It’s an epic story, simply told.” 
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Swiss Army Knife 

of Destruction 

Unlike the previous game, Prototype 2’s game 
structure isn't linear. Instead of going from : 

one mission to the next, Armstrong says // PROTOTYPE VS. INFAMOUS: BATTLE OF THE SEXY 
“it’s more like Grand Theft Auto or Red Dead : 


Redemption,’ where at any moment several 


contracts are available, allowing you to jump 4 adical’s Prototype is fre- a contest posed by The Escap- 
between story arcs. quently compared to Sucker ist’s Zero Punctuation, in which 

In our sneak peek at the game, Heller 3 Punch’s /nfamous franchise they both designed an image of 
wreaked havoc on the city, using a variety of 3 because of numerous similarities: | the rival game's protagonist with 
new moves such as the tendril power, in which Both are open-world action games _ breasts? The Infamous team’s de- 
he connects enemies’ limbs to the sides of : that grant the player superhuman _ piction of Prototype’s Alex Mercer 
buildings and tears them apart like chicken ; abilities. But did you know thatthe ina pink nightie and full C-cups 
wings (think Spider-Man using his web while } two studios actually faced off in was declared the winner. 


on PCP). Prototype 2 introduces unlockable 
finisher moves, too, which gives you the power 
to perform such feats of strength as ripping a 
gun turret off a tank and then using it to bash 
the vehicle to pieces. 

Armstrong also mentions that character 
progression is immensely important when 
designing the new game. Now you can 
upgrade you looks, damage, abilities, and 
combos, which is a direct response to how the 
first game just gave you all these incredible 
powers too early in the game. 

Prototype 2 isn’t anywhere near release: 
The game’s slated for a “sometime 2012” 
appearance, but it already looks badass and 
is a huge step in clearing up the blemishes 
of Radical’s flawed but inspired action game. 
Let’s hope the final product is as polished as 
what they showed me. 
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DEAD ISLAND 


PLAYSTATION 3, 
XBOX 360, PC 


ee WORDS BY MCKINLEY NOBLE 


hen the Dead Island trailer 
appeared, it blew up across the 
Internet. Some people were 
excited about the chilling, gruesome short 
film that depicts zombies swarming a 
helpless family. Others were alarmed that 
it focuses on the zombification of a young 
girl. Regardless of the reaction, Dead Island 
and Polish developer Techland now have 
everyone's attention. 


Zombies in Paradise 
“We didn’t want to launch this trailer just 
to shock everyone with the death of this 
small child,” Techland Brand Manager Blazej 
Krakowiak says of Dead Island’s much-talked 
about (and controversial) film clip. “We 
wanted to tell the story of this place, this 
paradise gone mad.” 

Looking at the beautiful, expansive world 
of the Royal Palms Resort—the setting for 
Dead Island’s undead mayhem—it’s clear that 


the tropical island was once a grand paradise. 
Dead Island’s Royal Palms has everything 
that you'd expect from an expensive tourist 
getaway: Miles of crystal-clear water, fancy 
beach huts, exquisite hotel buildings, and 
lush, green scenery are straight out of a travel 
magazine or brochure. But these familiar 
vacation images take an unsettling turn 
once the bloodied bodies of buxom, bikinied 
undead fall into step with more the familiar 
shambling zombie types and threaten to ruin 
your holiday by making a luau out of your 
brain. Dead Island may be more action than 
psychological thriller, but it’s not shy about 
reminding you of the carefree lifestyle that 
has been destroyed by this zombie outbreak. 
“Throughout this game, there’s a mystery 
here,’ Krakowiak adds. “Where did the zom- 
bies come from? Why are these characters 
immune to this disease? That’s something 
that you'll find out, or maybe not—that’s the 
story we'll tell.” 


Youve seen the trailer—now find out what Techland's 
‘zombies in paradise’ game is really all about. 


A ‘Zombie-Slasher 
Action-RPG’ 


Krakowiak isn’t just doing damage control 
when he downplays the shock value of the 
game's trailer. Quite frankly, Dead Island 
looks almost nothing like it. The gameplay 
doesn't strike the same emotional tone. 
Unlike the trailer, the game doesn’t showcase 
soft piano music or gripping character-driven 
close-ups. Although Techland would like to 
avoid any comparisons—Krakowiak even 
goes as far to dub it the first “zombie-slasher 
action-role-playing game” —Dead Island is 
best described as a mix of ideas and concepts 
from several different survival-horror video 
games. 

Like Left 4 Dead, Dead Island employs a 
first-person perspective. But combat is heav- 
ily focused on melee attacks as opposed to 
gunplay, much like the Condemned series, so 
zombies often block your field of vision, even 
going so far as to knock you to the ground 


—— _— See 
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Dead Island's combat focuses on melee attacks. Being up-close 
to something that wants to eat you ups the drama and suspense. 


+ 


and swarm you. Even thought there’s not a 
lot of shooting, you are always on the lookout 
for new weapons to give you an edge. And 
since the game tries to re-create an actual 
survival scenario, you won't buy guns and 
ammunition from any completely out-of- 
place hooded strangers. 

In Dead Island, everything that you find 
in the ruined tropical resort can help you. A 
discarded kayak paddle can become a valuable 
weapon. A hammer by itself is only a blunt 
instrument, but combined with a propane 
tank, you have the tools for a makeshift 
bomb. Even practical items like a backpack 
are important; it helps you carry extra items, 
so you can save the valuable stuff for when 


Dead Island's weapon system constantly forces you to adapt—several makeshift weapons eventually break, 
but you can always repair them. In some cases, you can even combine items to make deadly tools. 


you really need it. Dead Island even has a 
built-in mechanic much like Dead Rising 2, 
where players can piece together random 
objects to make better weapons—but don’t 
expect to making anything as over-the-top as 
a wheelchair Taser. 


How Will You Survive? 
“Everything breaks, so you have to weigh 
your options and decide what you would do,” 
Krakowiak says about Dead Island’s weapon- 
decay system. “What would you take? A lead 
pipe will last longer than a paddle, as will a 
crowbar or a shovel. But you'll only be able 
to use it so [many times]. Sure, you might 
find a gun or something on a dead police- 
man’s body, but don’t count on finding a lot 
of bullets.” 

It’s not unusual to zombie fans to have a 
plan. Living through a zombie outbreak is a 
situation these folks have thought out rather 
completely. Some even have a mental list of 
weapons and supplies that they would carry 
in case such a thing should ever happen in 
real life. When Dead Island releases later this 
year, it should give you the chance try out 
your own survival scenario. It'll be up to you 
to survive this paradise gone completely mad. 


Techland’s damage system takes into account the type of weapon you have and 
whether the angle of your strikes can sever a zombie’s limb or cave in its skull. 


// DEAD ISLAND’S ZOMBIE PARTS 


FIRST PERSON 
SHOOTER ACTION 


» First-person camera 


» Single- or four-player 


co-op play 


» Focus on melee combat 


» Some attacks 
break skin, 
while repeated 
attacks break 
bones and 
organs 


DEAD 
‘ISLAND .. 
Red Deed 


Undead 
Nightmare 


ZOMBIE SLASHER 


» Slow, The Walking Dead walker zombies » ALTHOUGH 
DEAD ISLAND 
» Fast, 28 Days Later infected zombies IS CALLED 
A“ZOMBIE- 
» Apocalyptic island setting SLASHER ACTION- 
RPG,” IT’S REALLY 
» Gory survival narrative AN AMALGAM OF 
SEVERAL TROPES 
SEEN IN SURVIVAL- 


HORROR GAMES. 


The Behemoth’s powerful death ray 
can obliterate your forces. 
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The General can deploy the Decoy 
Effect, which makes enemies within 
the area attack a fake human unit. 


The Dragon, one of the top 
human units, belches fire 
like its namesake. 


The insidious Hacker fires rockets and The Blaster is one of the low-grade 
creates a field that makes your units enemy units. They fall easily. 
attack their own general. 


mm // KONICHIWA 


The streets of Tokyo are one of the 
places on Earth where the aliens 
have set up shop. 


PC, MAC, 
iPHONE, iPAD 


Nigar 


dy Tower-defense games are fun 
(hello, Plants vs Zombies’), but we're getting 
tired of always being on the defensive, 
reacting to wnatever the enemy throws at 
us. Anomaly: Warzone Earth changes this, 
giving you the initiative as you lead your 
attacking forces against an anomaly that 
results in alien invaders digging in. Charge! 


 // SHIELD 


Shield Projectors provide some 
protection for humanity’s last hope. 
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THEN NOW: 


MOBILE 
GAMES 


From 1D snakes to 3D demons, games 
on your cellphone have come a long way. 


Snakes ona Phone 3G Elevates Digital Downloads 

Based on games from the 1970s like Blockade Mobile Multiplayer A variety of distribution methods become 
and Worm, Snake is considered the first Initially launching in Japan, 3G (Third available to download mobile games, includ- 
mobile game. Preinstalled on Nokia phones, Generation) technology is eventually adopted ing wireless “over-the-air” services like 
Snake makes you guide a snake through a by cellphone companies in the United States. BREW, mobile browser downloads, and, 
monochromatic maze, eating fruit, which It streamlines multiplayer gaming on mobile of course, iTunes. 

elongates your body, and avoiding crashing devices, making it faster and more efficient. 


into obstructions (including your tail!). 


— 
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Gaming Gets Real 

Utilizing satellite global-positioning systems 
(GPS) in mobile phones, location-based 
games, or “urban games,” become a niche 


form of entertainment, providing gamers 
with real-life adventures like scavenger hunts. 


The iPhone Revolution 

Apple unleashes the first-generation iPhone, 
a mobile device featuring a touchscreen, a 
three-axis accelerometer, “Quad-band,” and 
a slew of other things that help it legitimize 
mobile as a gaming platform. Early hits 
include Super Monkey Ball, which uses the 
accelerometer to roll the monkey around. 


~~ 


Gaming in Color 

Two-toned mobile video games become a 
thing of the past as cellphone manufactures 
adopt tech crucial to their industry's growth: 
color displays. Classics in full color like Pac- 
Man and Tetris become popular (again). 


READY? 


Angry Birds Spreads 

Its Mighty Wings 

Angry Birds, Words with Friends, Fruit Ninja, 
Doodle Jump, and a multitude of other games 
released in the years following the iPhone’s 
launch contribute to its huge—and ever 
growing—success as a gaming platform. 


N-Gage Fails Miserably 

Created to take on Nintendo's Game Boy 
Advance, Nokia's N-Gage is part phone, part 
gaming handheld, and a complete P.O.S. 
Awkward design and terrible games (Sonic N 
scored a 57.41 percent on GameRankings; 
Puyo Pop scored a 54.81 percent) contribute 
to the N-Gage’s poor sales and reception. 


iPad Continues 

Apple’s Dominance 

As smartphones like Motorola’s Droid and the 
Windows Phone 7 compete with the iPhone, 
Apple's successor, the iPad, builds momentum 
in the gaming space. Demonstrated by games 
like Infinity Blade and Real Racing HD, the iPad 
pushes the boundaries of mobile gaming even 
further with its larger screen, higher-resolution 
visuals, and more powerful hardware. It’s fol- 
lowed by the iPad 2 in March. 
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Six of the hottest independently developed games of 2011 
Will leave you saying “Gears of Who?” 


WORDS BY ANDY BURT AND TOM PRICE “" 


BattleBlock Theater 


Developer: The Behemoth 
Platforms: Xbox Live Arcade, TBA 


With hits like Alien Hominid and Castle Crashers, 

The Behemoth is no newcomer to the indie-game 
development community. Their next title is swinging 
in the team’s wheelhouse with a quirky art style and a 
focus on cooperative play. BattleBlock Theater groups 
players into cooperative teams, which compete to 

stay alive in deranged “performances” in a trap- and 
hazard-laden arena set on a mysterious island. Players 
can customize their character’s appearance as well as 
choose their primary weapon to take into battle. While 
The Behemoth’s last title, Castle Crashers, was more 

of a cooperative experience, BattleBlock Theater marks 
the team’s first foray into “player vs. player” gameplay, BattleBlock Theater possesses a vibrant art style that makes it feel like you're playing 
pitting teams of gamers against one another in trap- a game created by The Behemoth (Alien Hominid, Castle Crashers). 
filled battlegrounds. The game also offers a story mode ce ned is 
in which up to four players can run through its quirky 
campaign. —Andy Burt 


IF YOU LIKE CARTOON VIOLENCE, 
YOU’LL LIKE THIS. 


Jonathan Blow’s The Witness exploits the design- 
er's gift of creating mysterious, dream-like worlds 
as it places you on a huge uninhabited island. 


The Witness 


Developer: Number None 
Platforms: PSN, XBLA, PC 


Jonathan Blow made waves in the gam- 
ing community when he and his team, 
Number None, released the critically ac- 
claimed indie title Braid in 2008, winning 
numerous awards and garnering glowing 
reviews. With any luck his upcoming 
first-person adventure title The Witness 
should mark another success. From the 
bits and pieces we've seen so far, game- 
play in The Witness is highly reminiscent 
of Cyan’s classic PC adventure Myst, of- 
fering gamers a gorgeous uninhabited is- 
land to explore and numerous puzzles to 
solve. While the first few puzzles appear 
to be mazes, Blow has said on many occa- 
sions that the way these puzzles play into 
the experience is part of The Witness’s 
“magic.” The game is still a little ways off 
(Blow’s targeting a release later this year), 
so watch for more info on The Witness in 
the months to come. —Andy Burt 


IF YOU LIKE EXPLORING PUZZLE- 
FILLED WORLDS, YOU’LL LIKE THIS. 


Bastion 


Developer: Supergiant Games 
Platforms: PSN, XBLA, PC 


Resembling a less-gloomy Diablo filtered 
through a watercolor painting, Bastion 

is a throwback to old-school dungeon 
crawlers with a few innovative tricks. 
Players take on the role of The Kid, who 
finds his world falling to pieces and 

must set things right. Bastion utilizes a 
different method of storytelling, nixing 
cut-scenes in favor of a constant narrator 
that describes The Kid’s actions, his foes, 
and the world as the game plays out. The 
narrator's Southern drawl helps juxtapose 
the action-RPG gameplay and distinctive 
art style nicely, making Bastion a decid- 
edly original experience. Bastion is also 
the first game from Supergiant Games, 
which is made up of former members of 
EA Los Angeles (a few of whom worked 
on the Command & Conquer series) who 
left the big leagues to create something 
they could call their own. Bastion appears 
to be just that. —Andy Burt 


IF YOU LIKE CRAWLING 
AROUND HAND-PAINTED 
DUNGEONS, YOU'LL LIKE THIS. 


oft Sshogun 


Developer: Haunted Temple Studios 
Platforms: TBA 


Turn-based strategy games used to be 
the exclusive property of wargaming 
grognards, but this new game from 
Haunted Temple Studios not only 
breaks free of those conventions, it also 
breaks free of the fixed-grid design so 
many games of the genre are locked 

in to. In Skulls of the Shogun, you lead 
an army of undead feudal Japanese 
soldiers —made up of different units 
like archers, cavalry, monks, and the 
like—trying to fight their way into the 


_ promised land. Like any turn-based 


game, your units have movement limits, 
but it’s handled in a more analog sense 
here without hexes or a grid. Collecting 
the skulls of downed enemies unlocks 
powerups, and the game even has 
resource managing, though it’s simple 
and only functions to drive the action 
harder. Think Advance Wars, but fun- 
nier, deader, and even more Japanese. 
—Tom Price 


IF YOU LIKE CUTE UNDEAD 


SAMURAIS, YOU'LL LIKE THIS. 


Kicking around a shadow world is no 
honorable end for a great Samurai. 
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Monaco 


Developer: Pocketwatch Games 
Platforms: PC 


The winner of two coveted awards at 
the 2010 Independent Games Festi- 
val—the Excellence in Design award 

as well as the Seamus McNally grand 
prize—Monaco is a stylish top-down 
game where up to four players can work 
together to pull off an elaborate heist 
in a retro-inspired re-creation of Monte 
Carlo. Creator Andy Schatz likens 
Monaco’s gameplay to Gauntlet meets 
Hitman, as each of the four thief char- 
acters have individual talents (hacker, 
muscle, cleaner, prowler), an obvious 
nod to the classic top-down dungeon 
crawler. Actions are simple, usually 
only requiring that players “press” their 
character against an object to begin 
manipulating it, like unlocking doors or 
hacking into a computer terminal. The 
game is slated for release later this year, 
and fans eager to learn more about 
Monaco can check out the game’s Face- 
book and Twitter pages, which Schatz 
updates fervently. —Andy Burt 


IF YOU LIKE PULLING OFF 


JEWEL HEISTS WITH YOUR 
FRIENDS, YOU'LL LIKE THIS. 


Snapshot 


Developer: Retro Effect 
Platforms: PC 


If there’s one thing we can always seem 
to count on indie games to deliver, 

it’s innovative takes on tried-and- 

true concepts. Snapshot is first and 
foremost a sidescrolling 2D platformer 
featuring a cute robot and visually 
charming environments. But it’s got a 
photography mechanic that allows you 
to take pictures of objects, then move 
them around the level to a place where 
they can be more useful. For instance, 
you see a lock, and the key for it is 
somewhere unreachable. Simply take a 
snapshot of the key, move the picture 
over the hole, then tilt the pic up to 
dump the key out and into the lock. A 
physics engine applies gravity to the 
objects copied in pics, and you can even 
make facsimiles of yourself to solve 
other puzzles. Somewhat reminiscent 
of Braid or P.B. Winterbottom in the 
way it innovates the platform genre, 
Snapshot is currently in development by 
Retro Effect and was nominated for a 
2009 IGF award. —Tom Price 


IF YOU LIKE BEING A 
SHUTTERBUG, YOU’LL LIKE THIS. 


Taking snapshots is as easy as Clicking a button. It’s 
what you do with them that defines the game. 
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> THE QUESTION: Does Battlefield 3 have the potential 

= to unseat Call of Duty as the king of realistic military 

= first-person shooters? 

a ce —— 

- ~ : (C2 [llbe the first to tell you that the Call of Duty wasn’t always king. )): 

7 . MM: 2 ' 

ya ©6Tae K. Kim, - “modern” Cail of Duty games aren't Players recognize areallygoodgame = = Emanuel Maiberg, 

wig §©Senior Editor _ perfect, but the series continues tode- even when it comes out of nowhere. _ Intern 

wae §=AN Unabashed _ liver an incredibly fun experience that —_ Battlefield isn’t an obscure series, nor - Along time 
Call of Duty addict _ keeps players hooked long after they is EA a small publisher. There is no - Battlefield fan 
who wishes the - would have gotten sick of another doubt that the Call of Duty games - who hogs the 
M93-Raffica was in - title. And let’s face it—as good as have transformed the shooter genre, ~ helicopter. 


Black Ops. 


' Battlefield is, Call of Duty has the name 
- recognition and brand reinforcement 

_ that makes it difficult for anyone to 

_ try and compete. I think at this point, 

- the only company that could kill off 

- Call of Duty is Activision itself, but it'd 


~ take one heck of a misstep for that 


- to happen. 


; << | Other games have replicated Call of 
_ Duty’s innovations, but they haven't 


managed to capture the same level 


of success. I think Battlefield has a lot 
_ of potential, and the buzz surround- 


ing the game at this year’s Game 


_ Developer's Conference was immense. 
- But customers aren’t necessarily look- 
: ing for the next big thing as they are 
: looking for the next sure thing, and 
. right now, Call of Duty, for better or 
: for worse, represents the safest deal in 


_ the FPS genre. 


: 4 2 You're forgetting that Guitar Hero was 
: dependent on a specialized peripheral 
: and an unsustainable business model 
_ based on releasing what was essential- 
_ ly the same game over and over again. 
' Callof Duty has much more room for 
: innovation. Activision may eventually 
- drop the ball, but you've just proven 
- my point: The only company that can 


: beat Activision is Activision itself. 


but I think they've shown all that they : 
can do for now. Alot of other games — 
have already successfully replicated 

Call of Duty’s innovations. Players are 
ready for the next big thing. I think 

that what DICE is able to do with 

their technology and ambitious level 
design will set a new standard. 


Guitar Hero used to be a sure thing, : »> : 
and Activision drove it right into _ 
the ground. That’s their M.O. With 

at least three developers working on | 

the next Call of Duty, we’re not even | 
sure who's moving the franchise 
forward—and if it’s not moving 

forward, it’s falling behind. They'll 

drop the ball, and Battlefield will 

pick it up and run with it. 


Actually, you’ve proven my point. 2 »> 2 
Call of Duty is already the same thing =— 
over and over again. Adding more 

perks is like adding new track packs; 

it’s not innovation. Innovation is 

new technology that enables new 

gameplay and an ambitious, original 

vision. The hot new thing will always 

be what players don’t know they want 

yet. That’s what Battlefield 3 has. 


THE LOSER: Tae fails to offer a strong enough argument for Cal/.of Duty’s 
continued dominance of the genre. His punishment: Repeated strafing 
by helicopters and drone aircraft. 
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Saints Row: The Third moves from Stillwater to Steelport, where the 


* sx 4 Saints have declared war on the Syndicate for muscling in on their turf. 


YTS ROW: THE THIRD 


This deranged open-world crime game veers away from 
‘Grand Theft Auto’ clone and goes off the deep end. 


WORDS BY MCKINLEY NOBLE 


t takes something special for a video 
game to be called “crazy,” especially with 
ultra-violent murder marathons like 
Mortal Kombat, Grand Theft Auto IV, and God 
of War pushing the limits of action and gore. 
But with an opening mission that involves 

a skydiving gunfight amid the flaming 
wreckage of a rapidly descending airplane, 
Saints Row: The Third revels in its insanity. 
With each new game, this series further 
emphasizes the continuing maturation of 
the Saints Row franchise into its own style 
—and as a result, the comparisons to Grand 


Theft Auto just don’t fit anymore. 


Five years later, the similarities between 
the two games stand out even more. “We 
understand this franchise. We know what 
it’s about. We know what works. We know 
what doesn’t work. And we're using that 
experience to treat this game like a franchise 
reboot,” says Greg Donovan, a senior pro- 
ducer at Volition, Inc. “One of the goals of 
Saints Row: The Third is to have that over-the- 
top feel applied to everything. Not just the 
gameplay, but also the art direction, the ef- 
fects, the situations you find yourself in—the 
whole thing. We want this [to be a] cohesive, 
over-the-top, ridiculous guilty pleasure.” 


Welcome to Steelport 

Where Saints Row 2 widens the scope of the 
series’ ridiculously diverse gameplay, Saints 
Row: The Third changes the game’s world, 
both from a visual and narrative standpoint. 
Instead of Stillwater, the sequel takes place 
in the city of Steelport, where the player 
character, Johnny Gat, and Shaundi crash- 
land after a bank heist gone wrong puts them 
in the crosshairs of the “Syndicate,” a trio of 
gangs even bigger than the Saints. After the 
Saints are caught robbing one of the Syndi- 
cate’s banks, they’re kidnapped by Steelport’s 
crimelords right out of jail, and they receive 


an ultimatum—turn over a chunk of their 
profits for the right to live, or die. Some 
gunfire and a crazy plane crash set the stage 
for the conflict; the Saints are rightfully 
pissed off; and they decide it’s time to start 
killing everyone standing between them and 
total vengeance. Immediately, the Saints 
relocate from Stillwater and start getting 
things done. “You're not starting at the 
bottom and working your way up,’ Donovan 
chimes in. “When you start off the game, 
youre a bad motherf***er.” 

Steelport is new turf for Saints Row: The 
Third, and it instantly looks much more 
attractive than Stillwater. Volition’s backed 
this setting with a new in-game engine that 
looks a country mile ahead of their last game. 


Although what we saw during our demo was a 


prealpha build, many areas are crammed with 
little details. Stores have hundreds of pieces 
of merchandise hanging from the walls, the 
character designs look more defined and less 
cartoony, and the souped-up, upgradable 
vehicles crinkle like paper in a car accident. 


Undress to Impress 

Completely taking over this new city doesn’t 
involve going through three different solo cam- 
paigns to find all the endings either, as Saints 
Row: The Third sports a single, cohesive narra- 
tive. You must take out every gang member, 
although the way you go about acquiring terri- 
tory can range from all-out warfare to simply 
buying up local pimp houses and corner shops. 


Volition started working on the technology behind Saints Row: The Third about two months before 
Saints Row 2 came out, including a new in-game graphics engine that outstrips their old model. 


Player customization, or as Volition calls it, the 
“Freak Creator,’ further emphasizes the artistic 
touchups, as a wide of range of styles, outfits, 
and skins open up as you take over more busi- 
nesses and stores. Half of the fun in Saints Row 
games comes from dressing you and your gang 


members up like ninjas, superheroes, or goril- 
las. Heck, you don’t even need clothes, although 
the game still pixelates your naughty bits. 


New Weapons, New Respect 
But even though this Saints Row shows 
some notable graphical maturity, the game- 
play is anything but. Hassling random pe- 
destrians is just as fun as it’s always been, 
and it features new weapons, an upgrade 
system, and a revamped “respect” mechanic 
that functions exactly like experience 
points. In just 30 minutes, I witnessed 
gang members and innocent bystanders 
alike getting shot, run over by remote- 
controlled vehicles (a hilarious innova- 
tion from the new RC gun), bombed by 
airstrikes, punched in the groin, and once, 
beaten to death with a giant, pink penis- 
shaped bat. 

“When I said we’re restarting the franchise, 
I wasn't bulls***ing you,” Donovan says. “This 
is taking the experience from the team and 
really focusing on making sure that our art 
direction is very specific. With that experi- 
ence, we ve been able to make higher-quality 
assets. We said, ‘Here’s the visual bar we’re 
going to set with this new city.” 


~ 


// BODILY HARM IN 
SAINTS ROW: THE THIRD 


aints Row: The Third 
features several new weap- 
ons (plus some old standbys) 
that let you maim any thug 
or innocent bystander in your 
way. It’s going to suck to live 
in Steelport. 


Saints Row: The Third 
moves from Stillwater to 
Steelport, where the Saints 
have declared war on the 
Syndicate for muscling inon 
their turf. 


vA Volition started working 


on the technology behind 
Saints Row: The Third about 
two months before Saints 
Row 2 came out, including 

a new in-game graphics 
engine that outstrips their 
old model. 


3. Weapon upgrades, the most 


requested feature by Saints 
Row fans, have four paths: 
accuracy, rate of fire, slash 
damage, and aesthetics. 


4. Saints Row: The Third 


follows one narrative thread, 
although choices made in the 
game can affect later events. 
Once the military gets 
involved in Steelport’s gang 
war, the Saints can either 
battle them or focus on 

the Syndicate. 
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incent Brooks is no stranger to 
restless nights. The 32-year-old 
protagonist of the Persona team’s 
HD gen debut has plenty to sort through 
during his waking hours: the constant 
pressure to commit from his pushy partner, 
the bespectacled Katherine; the irrefutable 
allure of a bar-hopping seductress, the 
voluptuous and nigh-synonymously named 
Catherine; the mind-rending eldritch horrors 
that slink and scream in his subconscious 
every time his weary head grazes a pillow... 
you know, the everyday stressors of a 
modern working man. 


What Is Catherine? 

The bed-headed hero of Atlus’s horror-puzzler 
was, at one point, a pretty content fellow—a 
carefree, thirtysomething salaryman and so- 
cial drinker. That is until Katherine McBride, 
his presciently named girlfriend of five years, 
brings up a subject scarier than any 
consciousness-killing nightmare: 
marriage. Fond of his unshackled 
lifestyle, Vincent does what any 
grown man would—he panics, opting to 
search for an answer to his dilemma at the 
bottom of a bottle. It’s at the Stray Sheep, the 


(thal 


) 
} 
( 


local watering hole where everyone knows his 
name, that Vincent meets, and is subse- 
quently seduced by, the 22-year-old blonde 
bombshell, Catherine. One night of drunken 
wild passion later, Vincent wakes up smack 
in the middle a love triangle that may be the 
end of him—literally. 

Catherine's sexually-charged story isn’t the 
only departure from Atlus’ previous efforts; 
the whiskey-soaked Stray Sheep is a notable 
leap in location from the dorms and malls of 
Personas past, and Shin Megami Tensei series 
Character Designer Shigenori Soejima brings 
a much more mature vibe to the game’s 
pub-crawling cast than last generation’s high 
schoolers. The two leading ladies in particular 
are noticeably more curvaceous than your 
standard Persona protagonist, and each 
represents a distinct aspect of both Vincent's 
reality and sexuality: Katherine, the full- 
hipped, forward-looking professional woman 
highlighted on the game’s Xbox 360 box art; 
and Catherine, the top-heavy, cocktail dress— 
clad sexpot featured on the PS3 edition. 


it’s a Game, Though. Right? 
Catherine's gameplay is split into two wildly 
different parts: Daytime, the bulk of which 
finds Vincent slumming around the Stray 
Sheep lounge; and the action-puzzler Night- 
mare scenario, where he scrambles up an 
ever-shifting tower, avoiding traps, abomina- 
tions, and sinister, necktie-clad sheep. 
Vincent's time at the Stray Sheep is where 
much of Catherine’s story unfolds. A smoke- 
steeped oasis for Vincent’s troubled mind, 
the lounge’s fluorescent backdrop pops as 
a soothing slice of Japanese night-life. 
Here Vincent can petition his friends for 
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relationship tips, order drinks that augment 
his performance in the Nightmare sections, 
and juggle his K/Catherine relationship 

drama through text messages. | 

The Nightmare mode pits Vincent, clad in 
little more than a pair of polka-dot boxers and a 
newly sprouted set of horns, against his mind’s 
most fearsome figments in a dark mirror of his 
own subconscious. It’s a markedly lurid setting, 
equal parts twisted reality and medieval torture 
chamber. Armed with a life-granting pillow, he 
must scramble up the treacherous, transmogri- 
fying tower. If he makes it to the top, he gets to 
wake up. If he doesn’t? Game over. 

If Vincent makes it through the night with | 
his sanity and soul intact, he may just be able | 
to suss out his relationship issues. But judging | 
from the look of his niggling night terrors, he 
might be better swearing women off altogether. 
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Mondays, am / right? Catherine's animated cut-scenes are the work of Studio 4°C, the acclaimed animators 
responsible for Memories, Spriggan, Tekkon Kinkreet, and the upcoming Thundercats revamp. 


This aesthetic shift between the Daytime and Nightmare scenarios is instantly noticeable, with 
Vincent's dire dreamscape rife with macabre riffs on his waking anxieties and issues. 
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WORDS BY PATRICK SHAW 


about video games aren’t a new phenomenon. 

Dark Horse’s new line of video-game graphic 
novels and art books, however, isn’t your average 
dreck sucking the lifeblood from popular games. 
Based on franchises such as Mass Effect, Rage, 
Dungeon Siege, and Alice, Dark Horse’s graphic 
novels expound on the characters and universes of 
their respective series, and their art books present 
fans with insight from game designers on how 
the games were illustrated—as well as stunning 
concept artwork you won't find in any game. 


Fe novelizations to graphic novels, books 


MASS EFFECT 
UNIVERSE 


his collection of Mass Effect and Mass 

Effect 2 artwork features a huge assort- 

ment of art created by the team who 
works on BioWare’s epic sci-fi franchise. The Art 
of the Mass Effect Universe contains sketches and 
hand-painted illustrations of characters, archi- 
tecture, and exotic environments from the Mass 
Effect universe. The book also sheds light on the 
artists’ creative process, such as one section with 
sketches of five different iterations that Mass 
Effect’s Light Mech underwent before the charac- 
ter's design was finalized and put into the game. 
Mass Effect series Executive Producer Casey 
Hudson also provides an introduction to the 


book, explaining the importance of the specific 
Pp g Pp Pp 
pieces of art they chose to show in the book. 


40 // JUNE 2011 // GAMEPRO.COM 


RIDES INTO GAMING 


Comics and books venture beyond the art and story-lines of games. 


Did Afou 


Mass Effect protagonist Commander Sheppard may have 
more in common with Harrison Ford's character in Blade 
Runner, Rick Decker, but Sheppard's physical appearance is 
actually modeled after Dutch model Mark Vanderloo. 


eaturing visually arresting concept artwork created 

by the designers at Shanghai's Spicy Horse Games, The 

Art of Alice provides an inside look at how the upcom- 
ing game’s distinct visual style came together. The art book 
serves as a companion to Alice: Madness Returns, in which the 
artists share what influenced the game’s aesthetic, as well as 
artistic techniques they used to evoke specific moods within 
players. The Art of Alice: Madness Returns also includes an in- 
troduction written by American McGee, the influential game 


designer that serves as Spicy Horse’s senior creative director. 
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The artist who designed Alice, Sun GuoLiang, looked 
to Tim Burton's Corpse Bride as inspiration for one of 
the early iterations of the character, which he later 
scrapped because she looked “too weak.’ 
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uthor Arvid Nelson is best known for 

his alternate European history book, 

Rex Mundi. But he’s also the writer 
behind the Rage graphic miniseries. It serves 
as an introduction to Rage’s vision of life on 
Earth after a devastating collision with an 
asteroid nearly wipes out humanity. Created 
under the direct guidance of Rage Creative Di- 
rector Tim Willits, the graphic novels unravel 
the tale of a mysterious female character who 
awakens inside a life-sustaining Ark, only to 
discover that Earth’s been reduced to a waste- 
land swarming with murderous mutants and 
repulsive shirtless bandits that’d make Mad 
Max quake in his leather boots. 


Did Afou LT pow? 


Rage’s vibrant artwork was created in part by Andrea Mutti, 
whose previous work includes the comic One Month to 
Live, a tale about a bank teller who discovers he has cancer, 
30 days to live, and newfound superpowers. Oddly 


enough, Spider-Man and the Fantastic Four also appear 
in the same comic. 
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xpanding on the history and strife surrounding the Kingdom of Ehb and the fall of the 10th 

Legion, Dark Horse’s Dungeon Siege III graphic novel series will be available in stores and for 

free online as a web comic. Featuring gritty yet colorful artwork by Iban Coello (She-Hulk, 
Wolverine vs. Captain America), Sergio Abad, and Michael Atiyeh, the Dungeon Siege comic’s story is 
written by Jeremy Barlow, who's known for his work on Dark Horse’s Star Wars: Tales series. While 
Obsidian’s action-RPG contains an elaborate fantasy story-line with a large array of interesting char- 
acters, the graphic novels offer you the chance to dig a bit deeper into Dungeon Siege’s fiction. 


In 2005, Dark Horse released a Dungeon Siege comic 
based on Dungeon Siege II. Titled Dungeon Siege: 


i eae Py The Battle for Aranna, the one-issue graphic novella 
i <a tells the story of Zaramoth the Unmaker and Azunai 
the Defender. 
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SONY SHOWS US HOW WE 
WILL PLAY ONE DAY. » 


hile Liverpool, Eng- 
land is best known 
as the birthplace 

of The 

Beatles, the port city serves as 

the home to Sony Computer 
Entertainment's Research and 
Development for stereoscopic 3D 
technology. Sony has two game 
studios established in the area: 
Liverpool Studios is just inside the 
city limits, and Evolution Studios 
is just a short drive from John 
Lennon International Airport. It’s 
inside of Evolution Studios, which 
is nestled in a sprawling complex 
of buildings, that the next genera- 
tion of 3D technology is under 
development. 


// 3D AND PS MOVE ARE 
JUST THE BEGINNING 
Sony has already begun the first 
steps of bringing virtual reality 
into the living room with recent 
releases like Guerrilla Games’ 
Killzone 3 and Sony San Diego 
Studio’s MLB 11: The Show, which 
blend PlayStation Move controls 
with stereoscopic 3D technology 
for a more immersive gaming 
experience. But the next evolution 
of 3D gaming will integrate new 
technology, including head-track- 
ing and 3D images, that you can 
view from ail angles. 


Evolution Studios, Liverpool, England 


Sony already has PlayStation 
Move demos running in 3D with 
full head-tracking, which means 
the onscreen avatar knows where 
you are when youre standing in 
front of the TV. The technology 
uses the PlayStation Move camera 
as well as a sensor that’s built into 
the 3D glasses. 

“It’s a fairly simple technique of 
understanding where the player 
eyes are relative to the screen,’ ex- 
plains Mitch Hocking, the director 
of Sony’s Worldwide Studios 3D 
Stereoscopic Team. “If we can do 
that, we can adjust the rendering 
of our 3D so that it’s always cor- 
rect from your viewing position.” 


// PSEUDO-HOLOGRAPHY: 


3D DONE DIFFERENTLY 
In a typical 3D game like Motor- 


Storm Apocalypse, if you have an 
object coming out of the screen, 
you change your position rela- 
tive to it. Essentially, it’s always 
looking at you. If you go to the 
side of the screen, you get a slight 
skewing affect. 

“If you head-track the 3D, you 
can alter the rendering so that the 
object seems to remain stationary 
and you can look around it, which 
creates a pseudo-holographic ef- 
fect,’ Hocking says. “It looks like 


the object is sitting in the room 


with you. It’s something you want 
to go and touch. It’s quite pro- 
foundly different than normal 3D. 
We're working on this at the mo- 
ment, and we're looking at gaming 
applications for it as well.” 

This is quite a stunning effect— 
and it was on display at the studio 
with a virtual flying goose. The 
goose not only appears in the front 
of your eyes, but you can also view 
it from different angles. While 
this demo isn’t likely to bring a 
new variation of Nintendo classic 
Duck Hunt, the technology will be 
coming to new games and genres 
in the near future. 

“If you're in a shooter, you can 
duck down into a ditch, get up, 
and look around the world, and 
the head tracking will allow you to 
skew your view around in a very 
natural way,’ Hocking explains. “It 
feels very much like you're part of 
the game scene itself. I think we've 
just started to experiment with 
what’s possible with this technolo- 
gy at the moment. It’s a very early 
technology, but the nice thing is it 
can be developed very cheaply.” 

After all, the technology is al- 
ready in a lot of living rooms. Sony 
is using the EyeToy/PlayStation 
Move camera technology anda 
variation of its current 3D glasses 
with the new tracking built-in. 


GAMES TO 
GHECK OUT 


MotorStorm: 
Apocalypse (out now) 


GT) FEATURE: SONY’S VIRTUAL REALITY 


—Mitch Hocking, director of Sony’s Worldwide Studios 3D Stereoscopic Team 


Hocking says this holographic tech- 
nology can be delivered to gamers at 
very competitive prices, especially 
considering what it’s capable of add- 
ing to the gameplay experience. 


/| 


At the Consumer Electronics Show 
2011 in January, Sony showed 

off a very early version of this 3D 
technology that could have major 
implications for games: the Sony 
Headman. This device, which looks 
like something out of Star Trek: The 
Next Generation, creates a 40-foot 3D 


screen experience virtually. While the 


Headman is still likely years away, 
it does paint a picture of a future 
gaming experience. With so much 


consumer confusion surrounding the 


active and passive 3D technologies 


O02. 
The Sly Collection 
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and the consumer-electronics com- 
panies refusing to adopt an industry 
standard, an option like the Headcam 
opens up 3D gaming, TV, and movie 
viewing at home or while traveling. 
And on-the-go 3D viewing will likely 
become a reality in the near future. 

“These are really exciting new 
technologies for us, particularly 
with gaming because we can interact 
with 3D in ways that other mediums 
just can't,’ Hocking says. “With the 
Sony Headman, we already have one 
of our game teams working with 
that device, creating a first-person 
experience of a fighting game that 
has traditionally been played from a 
third-person perspective. 

“We're interested in combining 
head-tracking with that kind of 
technology to give you a virtual real- 
ity experience. | think in the future 


Uncharted 3 


7) (out now) 


it would be interesting to see what 
we can do with full immersion 
with a headset, perhaps wrapping 
the screens around and putting 
head-tracking on, so wherever 


you look you're enveloped in the 
3D world.” 


FROM THE MAKERS 
OF U.S. MILITARY 
SIMULATION TECH 


Hocking has assembled a team 

of bleeding-edge stereoscopic 3D 
experts that were among the early 
pioneers in the racing, aerospace, 
and military simulation fields, 


where 3D technology and virtual 
reality were first being explored a 
few decades ago. 

“The military simulations 
we were doing in the 90s cost 
hundreds of thousands of dollars 
to achieve—and at the time these 
were very high-quality experi- 
ences. But today we can achieve 
the same level of detail on a Play- 
Station 3 with a 3D TV,” says Ian 
Bickerstaff, a stereoscopic special- 
ist for Sony Computer Entertain- 
ment. “The 3D virtual-reality 
military simulations we developed 
are like video games, so we've been 


able to apply the knowledge we 
learned there to 3D games on the 
Play-Station 3.” 

Hocking and his team work with 
all of Sony’s internal studios to 
help them with 3D game develop- 
ment around the globe. And gam- 
ers are just now seeing the early 
wave of titles that were developed 
from the ground up to take advan- 
tage of 3D and PlayStation Move. 
Moving forward, head tracking, 
3D that you can view from every 
angle, and virtual reality should 
add yet another dimension to the 
interaction. G 
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WHY THE firs¢ real gaming platform IS STILL THE BEST. 


God, how we hate this phrase. This 
epitaph has been bandied about 
for years. We ve seen magazine and 
online stories devoted to the topic. A 
Google search for the phrase brings 
up nearly 200,000 hits. 

And it’s all a bunch of poppycock. 
The PC is the beginning of gam- 
ing. The brought the hobby into 
our homes. The PC put us online in 
multiplayer deathmatches and worlds 
where we could quest with thousands 
of other players. The PC even intro- 
duced us to big-budget 3D gaming. 

And yet, far too many gamers per- 
ceive the PC as a niche, when really, 
it’s one of, if not the most popular, 
platform in gaming. How many times 
have we heard that “It’s too expen- 
sive, “It’s too bulky,” “It’s too hard to 
build one,” or even “I can’t play a PC 
while sitting on my couch” whines? 
But times have changed; today, 
powerful gaming rigs are surprisingly 
affordable, easy to assemble, and yes, 
can even easily accommodate your 
living-room big screen. 

We'll show you why that the PC has 
always been—and always will be—the 
best platform in gaming. 


CY 


WHY PC RULED 
THE EARLY DAYS 


PC gaming’s roots lead back to 

the rudimentary games and text 
adventures written on mainframes of 
university computer-science depart- 
ments in the 1960s and early 1970s. 
Games that flourished in this time 
include Space War, Star Trek, Dun- 
geon (which introduced top-down 
maps to gaming), Air Warrior (one 
of, if not the first, online game), and 
dnd. At this point, arcade games such 
as Space Invaders were still a few years 
away—pinball machines ruled. 

As the first consoles from Mag- 
navox and others were entering 
American homes, so were the first 
home PCs. While the early consoles 
played little more than Pong, PC 
gamers were already enjoying vastly 
superior experiences. In 1979, Zork 
hit for personal computers, and a 


number of seminal titles followed it, 
such as Ultima (one of the first PC 
RPGs) and Mystery House, the first 
graphical adventure (a genre that 
would thrive in PC gaming until the 
mid-1990s). 

At this point, Microsoft hadn’t 


dominated the OS _ 


% Diablo III 


market; PC gaming came in a variety 
of formats. The most popular were 
the Commodore 64, the ZX Spec- 
trum, the MS-DOS PCs, and the 
Apple II. These 8-bit systems had 
more memory and power than the 
Atari 2600, the most popular home 
console at the time. Their games were 
much bigger as well and featured 
better visuals. They also had better 
control methods. 

After the home console crash of 
1983, PC gaming didn’t skip a beat: 
Ultima III: Exodus (the first PC game 
to introduce tactical turn-based com- 
bat), V.U.L.E., considered one of the 
most seminal games in PC history, 
and the Pinball Construction Set, 
which is considered the first “DIY” 
game, arrived. 

All of this happened before the 
Nintendo Entertainment System 
resurrected the home console market 


The spotlight has definitely shifted back to the PC game market. 


A few of the biggest factors fueling this movement are innova- 


tive business models making games more accessible with digital 
distribution, free-to-play, and online, along with game formats 
embracing the shifts occurring in the evolution of the PC ecosystem 


to remain more profitable.” 
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in 1985—with a machine that wasn't 
much more powerful than PCs that 
were several years old. Already, con- 
soles were behind PC development. 


HOW PC RULED 
THE 908 AND 00S 


As the 1980s, the Commodore 64, 
and the Spectrum gave way to the 
1990s, DOS’s dominance, and the 
rise of the 16-bit home consoles, PC 
gaming enjoyed its first major leaps. 
While some machines, such as 
the Apple IIGS, enjoyed sophisti- 
cated sound technology, most PCs 
had puny PC speakers; the music 
and sound effects were frequently 
superior on the Nintendo and Sega 
consoles. This changed with the 


advent of the sound card. 

The sound card may seem like 
something silly to single out, but 
the adoption of sound cards led 
to a revolution in game sound and 
sophistication. This not only led to 
then-stunning MIDI sound effects 
and score for games, but it also set 
the stage for PC gaming’s “killer app”: 
the CD-ROM and Myst. 

Delivering powerful visuals, sound, 
and video that crushed anything 
available on consoles, Myst and other 
CD-ROM games established that PC 
gaming was supreme. PC developers 
were also tinkering with new genres, 
such as the first-person shooter and 
real-time strategy game. Take a look 
at the hits of 1992 and 1993: The 7th 
Guest, Indiana Jones and the Fate 
of Atlantis, Ultima: Underworld (the 


first 3D RPG), Star Wars: X-Wing, 
Dune II, Star Control 2, Wolvenstein 
3D, Sam & Max Hit the Road, and 
Maniac Mansion: Day of the Tentacle. 
What did consoles have to counter? 
Star Fox and a whiny frog? Golden- 
Eye 64, a shooter that wouldn’t 


CONSOLE vs. PC RAW POWER 
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even appear for a few years? Even as 
consoles started to adapt to some of 
these new genres, PC gaming 
remained ahead with games like 
Tribes, Thief, Baldur s Gate, and one 
of the greatest games ever made, 
Half-Life. 

Gaming also became easier on the 
PC. The PCI standard removed the 
need to adjust jumpers on mother- 
boards, making it easier to install 
sound cards and videocards—or 
even build your own gaming PC (and 
heralding the plug-and-play future 
that made DIY hardware installation 
even easier). 

The most significant stride, how- 
ever, came thanks to the Internet: 
online gaming. In addition to LAN 
multiplayer, something PC players 
had already enjoyed, the Internet al- 


lowed gaming to become a worldwide 


community event. At a time when 
consoles needed special dongles to 
offer four-player gaming, PC players 
were enjoying some fantastic multi- 
player games: Doom and its multi- 


Thanks to Nvidia’s excellent cross-platform physics 
technologies and DX11 expertise, we have enhanced 
Unreal Engine 3 to bring unprecedented new levels 
of tealism and acmonsttate _ > next generation 
Of gaming will be.” — via Rein Mpic 


(Counter-Strike: Source was the gam- 
ing service's most-played game on 
the day we wrote this, with Counter- 
Strike in the No. 3 spot). This era also 
sees the rise of massively multiplayer 
online role-playing games—U/tima 


player shooter successor, Quake; 
X-Wing vs. TIE Fighter; arguably the 
most significant real-time strategy 
series ever, Warcraft and StarCraft; 
and Counter-Strike, which is still one 
of the most popular games on Steam 


eading to the biggest game 
d: The World of WarCraft. 


Ncrocessoc speed doesnt do the OC us. Console debate justice. 


If we examine how fast these machines process instructions, we can get a better look at hofw console chips 
fare in comparison to PC chips over the history of home gaming. 
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OC gaming is very important to us and will always be 
important to Crytek in the future. We are all still focused on 
delivering a great gaming experience to our true and honest 
fans. I hope you will enjoy ae 2 on sis as we think it is 
our best PC game yet.”- 


effects (and physics cards!), high- 
end soundcards (and eventually, 
great onboard sound options that 
do away with the need for audio 
solutions). While the arrival of the 
Xbox led to a number of PC game 
developers turning their attentions 
to the console market, which offers 
protections from online piracy but 
has its own problems (technological 
limits, licensing with Microsoft and 
Sony, and spiraling development 
costs), PC gaming remained strong 
thanks to the rise of digital content 


providers such as Steam and Impluse, 


which feature not just download- 
able games (with plentiful sales) 

but strong communities of players, 
though some gamers worry about 
digital rights management and their 
software being available in the future 
(Good Old Games offers DRM-free 
software with their “blast from the 
past” catalog); the rise of free-to-play 
MMOs (including some subscription- 
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based MMOs that turned free, like 
The Lord of the Rings Online); and 
Facebook gaming (it’s now the most- 
played platform around). 
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WHY PC RULES 
TODAY—AND 
THE FUTURE 


Console gaming has enjoyed great 
progress and success in the HD 
generation. Franchises such as 

Call of Duty feature the console ver- 
sion as their lead iteration, and the 


PlayStation Network and Xbox Live 
have made multiplayer gaming easier 
for living-room gamers. 

Up to now, console cycles have 
been in 5-year increments. The HD 
generation is breaking this, allowing 
the PC to take vast leaps ahead when 
it comes to capabilities. With dedi- 
cated servers and larger player caps 
(and no Xbox Live or PSN Plus fees), 
multiplayer gaming remains superior 
on the PC. 3D gaming came to the PC 
first thanks to special videocards, and 
it costs less than buying a 3D televi- 
sion for your living room, too. And if 
you do prefer your couch to a comfy 
chair, it’s easier than ever to hook up 
your PC to your TV. 

The visuals on PC are much better 
at this point in the console cycle as 
well (1080p = 1920x1080). With the 
proper gear, PC gamers can enjoy a 
number of games at jaw-dropping 
2560x1600 without shelling out a 
lot of dough. PC gamers even have 
better choices in games—the real- 
time strategy game remains better 
on the PC, FPS gamers are frequently 
more satisfying on PC, more genres 
appear for PC gaming, and indie 
game developers see PC’s no-license- 
fee development has a haven when 
compared to the money they must 
shell out to Apple, Microsoft, or Sony 
for the “privilege” of making a game 
for their platforms. 

PC gaming is far more portable 
as well; while Sony’s next handheld 
promises “console gaming on the 
go, PC gamers already have this, 
either with low-end experiences on 
netbooks or top-of-the-line games 
with high-end laptops like Alienware. 
Other new products, like the Razer, 
are even smaller laptops geared to the 
MMO player on the go. 

And it’s all available now. Without 
the wait for the console cycle. And 
more affordable and easier to imple- 
ment than ever before. G 


Treat game development as a service. 
Hoke a game last longer than a week. 


You cant pirate an online account.” 
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GETTING TO KNOW WHAT ALL THE TECHNICAL JARGON MEANS. 


hether you've just bought 
your first gaming PC or 
are in the market for one, 


you ve probably been confronted 
with a slew of new terminology 
that makes about as much sense 
as a Greek menu in a Japanese res- 
taurant. That’s okay—we can help. 
Here's a handy guide to what some 
of those stranger terms mean, 
what you should be looking for, 
and how to make your new gaming 
PC run like Usain Bolt with rocket 
shoes on. 


FPS 


Stands for “frames per second” and 
is usually seen by the eye as smooth- 
ness of movement. Film only moves 
at 24 frames per second, and it’s said 
that our brains can only process that. 
But look at a game running at 30 FPS 
and one at 60 FPS and you can tell 
the difference. Though FPS, or 
“framerates,” is used as the bench- 
mark for measuring a computer's 
graphical performance, the diminish- 
ing returns of viewing something 
above 60 FPS should be considered, 
and benchmark scores need to be 
taken with a grain of salt. 


AA 


ANTIALIASING 


Ever notice how the edges of objects 
can have those “jaggies”? Everything 
in an image created by a computer 

is being rendered in pixels, after all. 
Antialiasing smoothes those edges 
using the miracle of mathematics to 
give game objects a softer, more re- 
alistic view that hopefully looks less 
“pixely.” Turning on antialiasing can 
put a severe hit on framerates. 
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RESOLUTION 


Console gamers are probably more 
familiar with HD TV resolutions 
(720p, 1080p, etc.), so the resolu- 
tions for PC games might throw 
them off a bit. 1600x1200? What 
does that mean? PC resolutions are 
in number of actual pixels on the 
screen, and the higher you go, the 
greater the detail of the graphics in 
your game, but also the slower the 


performance. Don’t be afraid to lower 


that number if your game is running 
slow, just don’t lower it so much that 
the game appears as if you're looking 
at it through a screen door. 


TEXTURES 


Textures are the pretty little pieces of 
artwork digitally applied to the surfaces 
of polygons that make computer-gen- 
erated models look like they’re made 

of actual materials like stone or cloth 

or flesh. The technology of texturing 
has become much more sophisticated 
in recent years, allowing for things like 
MIP Mapping that give flat surfaces the 
illusion of even more geometry. The 
resolution of textures is another way 
performance can be adjusted on your 
PC graphics card settings. 


There’s a phenomenon most gamers 
have probably noticed called “screen 
tearing” where the image doesn’t match 
up on different parts of the screen as if 
it we re being torn. This happens when 
the refresh rate of your monitor isn’t 
synching up correctly with the refresh 
rate of the video card. A handy little 
tool called V-sync can stop that 

from happening, but once again, this 
can slow down the performance of 
your hardware. 


YOU NEED T0 
PLAY ON YOUR 


Battlefield 3 


Publisher: |\ 
Developer: J.C E: 
Release Date: [ate 2011 
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Battlefield 3 Executive Producer Pat- 
rick Bach has made it very clear that 
their visually astonishing military- 
themed shooter is being built from 
the ground up for the PC first 

and foremost. Powered by the 
Frostbite 2.0 graphics engine, Battle- 
field 3 drops players in hyper-realistic 
combat situations around the globe 
including New York, Paris, and the 
Middle East. Continuing the series’ 
traditional combination of on-foot 
and vehicular warfare, the new game 
introduces flyable fighter jets. While 
it’s slated to release on Xbox 360 and 
PlayStation 3, DICE’s anticipated 
follow-up to 2005’s Battlefield 2 

is primarily being created to take 
advantage of PC hardware (much like 
the previous installments). Bach’s 
explained that they’ll “fiddle” with 
Battlefield 3 afterward to work on 
consoles, which features smaller, 
scaled down multiplayer maps anda 
24-player cap instead of the PC ver- 
sion's 64-player cap. 
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hage 


Publisher: 61 
Developer: ic Weare 
Release Date: September 13. 2011 
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Id Software pioneered the first- 
person shooter genre in the 90s with 
enormously influential PC games 
like Doom, Wolfenstein, and Quake. 
But since 1999’s Quake 3: Arena, id’s 
taken more of publisher’s role in their 
projects. With their new game, Rage, 
the studio that defined shooters is 
back in the developer chair with a 
postapocalyptic shooter set in the 
near future. Rage is the first video 
game to employ the new id Tech 5 
engine to power its unbelievably 
detailed environments, which Rage 
Creative Director Tim Willits stresses 
are ‘not randomly generated,” but 
handcrafted by a team of artists and 
level designers. We’ve seen Rage in 
action, and it’s difficult to convey in 
words just how beautiful it is—espe- 
cially on the PC. Static screenshots 
don't do this game’s visuals justice, 
and that says a lot about a game that 
takes place in a lot of wastelands and 
arid, sun-scorched settings. 


Star Wars: 
The Old Republic 


Publisher: |) 


Developer: Bio Ware 
Release Date: Late 2011 
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There’s a reason you'll only be able to 
play BioWare’s upcoming Star Wars: 
The Old Republic on PC: Massively 
multiplayer online games rarely work 
on consoles. Console MMOs face a 
myriad of obstacles like the lack of 

a sufficient subscription or micro- 
transaction model to support releases 
with fresh content and patches, 
control issues (game controllers 
aren't conducive to playing MMOs), 
long-development time (which can 
sometimes exceed a console’s life 
cycle), and the list goes on. In short, 
you probably wouldn’t want to play 
The Old Republic on anything but a 
PC. BioWare's game, which is shaping 
up to be spectacular, takes place 300 
years after the events of Star Wars: 
Knights of the Old Republic (and over 
3,000 years before the Star Wars 
movies), where a new conflict arises 
among the Sith Empire and the Ga- 
lactic Republic. Players can choose to 
side with either faction, which each 
have their own set of morals that 
feeds into their individual story-lines. 


The Elder Scrolls V: 
Skyrim 


Diablo LI 


Publisher: |5| rd 
Release Date: (,)4 2011.1 
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Eleven years is a long damn time 

to wait for a sequel, but when the 
franchise you're talking about 
practically invented its genre, most 
gamers would agree that it’s prob- 
ably worth the wait. Diablo III, which 
should hopefully be out sometime 
this year after at least three years of 
being teased with actual gameplay, 

is a hacking-and-slashing, dungeon- 
crawling, fantasy adventure that has 
gamers frothing at the mouth with 
dreams of brave barbarians, terrify- 
ing monsters and more loot drops 
than you can shake a skill rune at. 
The hack-n-slash genre was born 
with the Diablo franchise, and it has 
remained one of those game types 
that seems to be most satisfying to 
the PC gamers, though console games 
have tried (and mostly failed) over 
the years to claim that same dark 
magic. Developer Blizzard is taking 
no chances with that and is bringing 
Diablo III only to the PC, where it has 
always belonged. 


Age of PANIES pees 


Publisher: 
Release Date: ||’! 
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Some longtime fans of Ensemble 
Studios’ seminal real-time strategy 
series Age of Empires have balked at 
this new iteration of the game. They 
either don't like the new art style 

of the game—which has a brighter, 
more cartoon-like look—or they 
don't like the new free-to-play setup 
that let’s you play the main game 
gratis or enhance your experience 
with paid premium content. To which 
we say “Huh?” The historical-based 
setting of AOE, which pits various an- 
cient civilizations like the Greeks and 
Egyptians against each other, still 
drives the experience and the notion 
of taking your built up civilization 
online into a persistent world where 
you can battle scads of people online 
seems like a great evolution to us. 
And the free price tag should only 
bring new gamers into the fold. AOE 
was a favorite when Ensemble was 

in charge, and now that Gas Powered 
Games (true RTS veterans to say the 
least) are contributing to the devel- 
opment, we can only assume that the 
action is going to be as satisfying as 
it ever was. 


The Elder Scrolls V: 
Skyrim 

Publisher: Bethesda Softworks 
Release Date: November 11 
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It’s been quite some time since The 
Elder Scrolls IV: Oblivion lit the PC 
gaming community on fire, and 
admittedly the console community 
as well. The game was a huge success 
on the Xbox 360, bringing a brand 
of role-playing game previously 
known only to PC gamers to the 
console space as well. The sequel, 
The Elder Scrolls V: Skyrim, will also 
be multi-platform, but considering 
the lush, beautiful fantasy world 
we ll be playing, put us down for a 
PC copy, thank you very much. The 
increased graphics power of PCs 
should make the experience richer 
than on consoles. But even better is 
the potential for mods, something 
the PC Oblivion community took to 
with gusto. While console gamers 
will be waiting around for paid DLC 
(keep your horse armor, thanks), PC 
gamers should be reveling in a world 
of independently created game 
mods that will extend their adven- 
tures indefinitely. 
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PCS ARE MORE 
POWERFUL 


As much as I love my consoles, PCs 
are undisputed powerhouses in the 
gaming world. Anything a console 
game can do, it’s likely something 
that’s been sized down from a 
superior build on a personal com- 
puter. Particle effects, shadows, 
lighting, physics, and especially 
frame rate—they’re all just better 

on high-end PCs. 

Better graphics cards and more 
memory means a slicker gameplay ex- 
perience, and getting the best frame 
rate for your dollar is a rewarding 
feat. It’s like upgrading a sports car 
with hot new parts every six months, 
rather than driving the same old 
busted Toyota Prius for five years. 
Buy a PlayStation 3 and you're going 
to have to wait until Sony releases a 
new console before you see any new 
technology. Buy a PC, and you can 
upgrade it as soon as you see fit. Even 
in terms of graphics, most consoles 
like to tout their 1080p (or 1920- 
by-1080 pixels) support, but they’re 
really just catching up with the rest 
of the pack—PCs have been running 
games in high-definition for quite 
a while. 

Still not convinced? Put a copy 
of Call of Duty: Black Ops on a PC at 
maximum settings with a 2560x1440 


resolution monitor against a current- 
generation console version of the 
same game, and tell me which one 
looks slicker. —McKinley Noble 
COUNTERPOINT 
In all honesty, | think saying “PCs are 
more powerful than consoles’ is a bit 
misleading. | think they can be more 
powerful, sure, but only if you're 
willing to pay an arm and a leg to se- 
cure that power. And I’m not! | need 
my legs and arms for kicking things 
and high-fiving! | think that PC gam- 
ing, like any good hobby, is some- 
thing that you have to pour time, 
dedication, and, ultimately, quite a bit 
of cold, hard cash into if you're really 
passionate about enjoying it. As a PC 
gamer that really only plays down- 
loadable retro and indie titles, | likely 
wont see a return of investment on 
a $3,000 gaming rig with three HD 
monitors and a dedicated cooling 
tank, where a $600 laptop and a 
Steam account will see me set for 
quite some time. And that still costs 
more than a console!- Will Herring 
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EXPERIENCE IS 
MORE PERSONAL 


Screen three feet in front of my face: 
Check. Surround-sound earphones 
wrapped around my melon: Check. 
Comfy office chair cradling my back 


[Tf you look what the mast powerful platform on the 


market is today, that’s the ML. 1/ you go back 5 years it 


was the consoles. 
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and backside: Check. Office lights 
dimmed to a warm glow: Check. Of- 
fice door closed: Check. This is how 
games are meant to be played—in a 
cocoon where it’s just you, the game, 
and the tech that makes the game 
even better. No wife asking you to 
take out the garbage. No car horns 
honking from the street. No risk of 
falling asleep on the sofa. PC gam- 
ing is far more personal—you get 
wrapped up in it. It welcomes you like 
an old friend, and much like spending 
time with an old friend, the hours 
pass before you realize it. 
—Jason Wilson 

COUNTERPOINT 
| cant deny that hunching over in 
front of a monitor can be pretty 
absorbing, but the rising popularity 
of the iPad has challenged that. Not 
only can you put it even closer to 
your face, it has more than enough 
great games, especially point-and- 
click adventures that the PC made 
famous wanlinicncne Barnholt 
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ONLINE PLAY 
IS BETTER 


Consoles may have finally cracked the 
online barrier a few years back, but 
they’ve still got a long way to go be- 
fore they catch up with PCs. Wanna 
play an MMORPG on your big-screen 
television? You're out of luck if you’re 
not in the mood to don spandex for 
DC Universe Online or dust off the 
positively ancient Final Fantasy XI. 
Meanwhile, World of WarCraft—argu- 
ably the most important game of the 
past decade—is still very much a 

PC exclusive. 

Yeah, it’s possible to play console 
shooters online these days, but even 
they have some work to do if they 
want to match their PC counterparts. 
It’s great and all that we'll be able 
to play Battlefield 3 on the Xbox 
360 and PS3, but what’s with this 
24-player limit? Come on, that’s not a 
battle -- at best it’s a minor skirmish. 
Give me the 64-player cap on the PC 
version of Battlefield 3 (and the supe- 


rior mouse and keyboard control) any 
day of the week. Throw in the games 
that still support LAN play and dedi- 
cated servers, and there can be no 
doubt whatsoever that the PC is still 
the king of online play. —Kat Bailey 
COUNTERPOINT 

ll admit that PC is more orlessthe | 
only way to go if you're a fan of | 
MMOs. As far as PCs being superior | 
for online play overall? It's simply not 
true. Services like Xbox Live and PSN 
not only make playing games online 
hassle-free, it's also a great way to 
Stay connected with your friends 
and play together. —Patrick Shaw 


YOU CAN SAVE 
MONEY BY BUILD- 
ING YOUR OWN 


I game on everything, but my most 
serious gaming—MMOs—is deliv- 
ered via PC. Late last year, my trusty 
old machine was looking very long 
in the tooth, so I decided to get a | 
new one. looked around andfound | 
some pretty good premade bargains, 
but when I asked a techie friend for 
advice about which one to get, he 
lambasted me and told me to build 
my own. 

I told him he was nuts. I’m a moron 
with a spanner. And I can barely 
put batteries into a remote control 
without getting them upside down. 
But he assured me that building a PC 
these days is easy. 

So I dared to give it a go...and am 
I glad I did. It was hugely fun and 
incredibly rewarding. And yes, it 
was so much easier than I thought it 
would ever be. 

Research is the key thing. I looked 
at a few magazines and websites for 
hints, but the best places to go were 
forums. I also spent a great deal 
of time reading user reviews on vari- 
ous retail sites like Newegg, which 
are fantastic for understanding 
which things work together and 
which don't. 

Based on that research, I bought 
all the components I needed and 


[With the id Tech 5 engine] gone ate the days when 
you te cunning around in a game Seeing the Same or 


Similar cnviconment ouct and ovet again. Every rock, 
bush, tree, is placed in Rage by an artist.” 


spent most of a day carefully putting 
it together, reading the instructions 
carefully and taking my time. By early 
evening, it was ready to be plugged 
in. It turned it on—and it worked! I 
had one issue installing the operating 
system from DVD—a problem quick- 
ly fixed after 5 minutes using Google. 
And lo! My system was a-l-i-v-e! 

I ended up with a highly personal- 
ized machine that cost hundreds less 
than a premade gaming rig and was 
surprisingly powerful, and I loved the 
look of. But what I didn’t expect was 
how much fun it was researching, 
buying, and putting everything to- 
gether—and how much pride Id feel 
in the system knowing I built it. 

So if you're pondering on building 
your PC, start researching! It’s defi- 
nitely easier than you think! 

—Jaz Rignall 

COUNTERPOINT 
Save money? While it’s possible to 
build a gaming PC capable of play- 
ing Crysis 2 for under $600, for just 
$299 you can get either a brand- 
new 160GB PS3 or a 250GB Xbox 
360. And there's no price on all the 
agitation you avoid for not dealing 
with inevitable card upgrades, PC 
upkeep, and other bulls**”*. 
—Patrick Shaw 


SOME GAMES & 
GENRES ARE JUST 
BETTER ON PC 


Strategy games and first-person 
shooters are simply better on the PC. 
Manipulating troops, setting patrol 
routes, and creating build orders are 
tasks best suited to a mouse and 
keyboard. There’s a reason why 
flagship strategy titles like Starcraft 


IIT and Warhammer 40,000: Dawn of 
War II are PC exclusives— can you 
imagine managing your mutalisk 
swarm with a mere dual shock joy- 
stick? Simply put, the myriad of tasks 
(and number of actions-per-minute) 
you can perform on a mouse and 
keyboard setup dwarf the simpler 
console controller. 

Meanwhile, the first person 
shooter genre started out on the PC 
and will always be bested suited to 
the PC. From classics like Doom to 
modern titles like Black Ops, Crysis 2, 
and Bulletstorm, first person shooters 
have had a long history of pwnage on 
the platform. Sure, console-exclusive 
hits like Gears of War and Halo may 
have shifted the focus to the Xbox 
360 on the short term, but the exact- 
ing nature of a mouse will always be 
a better tool than a clunky console 
joystick. Aiming on a console is akin 
to using a wooden mallet to the PC’s 
laser-scoped surgical knife. Cross- 
platform titles, particularly those by 
Valve, are renowned for giving more 
downloadable content, achievements, 
and updates to the PC versions of 
their games. If you want the best out 
of your first person shooter gaming 
experience, you stick to the PC. 


—Chris Holt 

COUNTERPOINT 
I'll give you real-time strategies, 
though Halo Wars was pretty great. 
But the consoles have come a long 
way in terms of making the first- 
person shooter experience better 
with a gamepad. Analog sticks have 
improved, auto-aim helpers have 
been honed, and even the Xbox 360 
controller was practically made just 
to play Ha/o. But really, the future 
lies in motion-based controllers. 
Someday soon we will all be aiming 
with our eyes and hands the way 
evolution intended us to: pointing 
a plastic gun painted fluorescent 
orange directly at our television sets. 
—lTom Price 
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ets get this out of the way: This article doesnt discuss 
ae lightsabers. I wouldve loved to, but 1 covered that | 
FLAMES OF NERD a technology back in issue #265 in an article on futuris- 
DEBATES ABOUT fa tic weapons in video games. The short version is they 
Yela‘heiaiem cont work, andevenif they did, the ndiculous amount of heat 
NR ae would melt your hands off. Now we can move on. 
IN A GALAXY The rest of Star Wars, however is rife with awesome science 
FAR, FAR AWAY. fiction. Thanks to tractor beams, hyperspace travel, and speak- 
ing with aliens, 1m diving head-first into the science of Bio- 
Wares Star Wars: The Old Republic. | know the Force is strong 
with George Lucass creation, but is its science just as powerful? 
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TRANSSPECIES 


COMMUNICATION 


Could thousands of alien species really get together 
in a Galactic Senate to debate and talk about their 
perspectives and feelings? 

Early in 2011, stories began to circulate about re- 
searchers who had set up a form of communication 
with trained dolphins. Stories popped up all over the 
Web speculating on how this could impact our future 
attempts to speak to aliens. Dolphins are incredibly 
intelligent creatures who, given how different our 
species are, could offer some useful clues. 

But when I spoke to Dr. Denise Herzing, one of 
the researchers working on the project, she had less 
than kind things to say about the stories written 
about her work. “We have not established communi- 
cation yet. Unfortunately, the media is making up its 
own stories about our system and work,” she says. 

“We are trying to model a communication system 
for them based on the association with objects they al- 
ready play with in the wild,” Herzing continues. “Down 
the road, depending on if they are interested and we 
decode more of their own communication system, it 
might be possible to incorporate aspects of emotion. 
But right now we don’t know enough about it.’ 

p thinks it’s possible to communicate with another 
species. It would nevertheless require huge amounts 
of patience, lots of time, and cooperation. Plus the 
situation becomes much more complex when trying 
to learn to communicate across a radio wave. But in 
person, communication is theoretically possible. 


Possible 


Though often forgotten next to the awe-inspiring 
lightsaber, the blaster is a fascinating piece of 
Star Wars tech. Although I’m not entirely sure 
whether it’s the blaster that’s cool or if it gets its 
coolness from being held by Han Solo and Boba Fett. 
It’s tough to say. But is blaster technology feasible? 

The United States military has been developing 
laser weapons for years, but they’re not exactly the 
handheld blasters depicted in Star Wars. By and 
large, they’re huge weapons attached to tanks and 
warships. “There are some weapons that use lasers 
with beams that explode on contact,’ says Rich- 
ard Bruck, a professor of lasers and holography at 
Columbia College Chicago, “but these are usually 
tethered to their large power supplies. They are not 
easily hauled around, if moved at all.” 

The reason these weapons are so large is because 
a laser is a very wasteful form of energy. Only about 
1 percent to 2 percent of the energy you put into a 
laser emerges as a beam. The rest is lost as heat and 
light that isn’t in the beam. This means that a weap- 
onized laser requires a huge power supply. 

Space-age developments in energy technology 
could shrink the size. The bigger issue, however, is 
heat. Bruck adds that weapons-grade lasers often 
require huge water-cooling systems to reliably pro- 
duce powerful beams without breaking down. The 
need for a cooling system puts an upper limit on the 
portability of this kind of weapon. 


Unlikely 


GT x) | THE REAL SCIENCE OF STAR WARS: THE OLD REPUBLIC 


Not only can you energize lasers to the point of 
exploding on contact, but a form of laser can create 
rudimentary tractor beams in real life. 

Tractor beams fly in the face of some of mankind’s 
deepest intuitions. Most people would agree that 
when you hit something with something else, the 
force pushes it away from wherever the striking 
object came from—even if it’s a very light push, like 
a photon in a laser. 

Researchers, however, have recently achieved 
some small backward force using a very precise, 
high-energy form of laser called a bessel beam. 

The beam can be made to pass very close to the 
edges of an extremely small object. “As the atoms 

or molecules of the target absorb and reradiate the 
incoming light, the fraction reradiated forward along 
the beam direction can interfere and give the object 
a ‘push’ back toward the source,” reads a BBC report 
on the researchers’ initial findings. 

Using lasers to create a tunnel of superheated 
air around a small glass particle can also create 
other forms of tractor beams. The air is so hot and 
energetic in the area around the particle that it gets 
pushed back into place if it drifts or falls. This tech- 
nique is limited, though, because it requires air and 
wouldn't work in outer space. 

Improbable as it seems, science may provide sev- 
eral ways to create a tractor beam in the future. 


ossible 


BREATHING IN 


ALIEN ATMOSPHERES 


Throughout the Star Wars cannon, including The Old 
Republic, we see oxygen-breathing creatures going 

to and from star systems and planets without the 
need for oxygen masks. They can breathe many dif- 
ferent atmospheres. Could we really breathe on an 
alien planet? 

The first thing to note is that oxygen is the third 
most abundant element in the universe. The lighter 
an element, the easier it is for it to escape the gravi- 
tational pull of a planet. Therefore, smaller planets 
like Earth tend to have more of the heavy gases like 
nitrogen and oxygen while lighter elements are less 
common despite being much larger in number across 
the cosmos. 

The second important thing is that oxygen tends 
to merge with metals. Leave iron out in an oxygen 
atmosphere and it forms iron oxide (rust). “It is be- 
lieved that whatever oxygen was initially in Earth’s 
atmosphere was soon combined with the material 
of the crust,” says Dr. Harold Gellar, an astrobiolo- 
gist at George Mason University. “Only after the 
evolution of life on Earth was oxygen available in 
the atmosphere. Many astrobiologists believe that if 
we detect molecular oxygen in the atmosphere of an 
exoplanet, it would be a good indication that life had 
evolved on that planet. 

“Intelligent creatures probably require oxygen as 
part of aerobic respiration. Anaerobic metabolism 
[doesn’t require oxygen] is simply too slow for the 
metabolic rates needed for intelligent thought as we 
understand it today.” 
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OTHERWORLDLY 


MAMMALS 


Star Wars generally depicts the galaxy as a place 
teeming with life. Bizarre creatures with at least hu- 
man levels of intelligence are virtually everywhere. 
Many astrobiologists believe that the universe is 
just as full of life as Star Wars suggests (though it’s 
unlikely they’re all mingling in a bar somewhere). 
It’s commonly believed, however, that while life may 
be commonplace, intelligent biological forms are 
less likely. 

SETI (Search for Extraterrestrial Intelligence) 
astronomer Dr. Seth Shostak has been outspoken 
in the belief that the aliens we meet with are more 
likely to be a race of machines. The reason has to do 
with the timeline of human technology. 

We've been a technological civilization for only 
about 100 years at most. Within this short timespan 
it already seems likely that within the next 50 years 
we ll be able to create an independent artificial 
intelligence. Intelligent aliens would also be able to 
create this technology. These new successors, the 
machine creatures, would be far more advanced than 
their predecessors. They wouldn't face the same 
environmental hazards and could readily survive in 
harsher areas of the universe, making them likely to 
expand outward. 

Rather than the self-centered anthropomorphic 
aliens of the Star Wars series (and most sci-fi series) 
it’s more likely that we'd meet metal counterparts to 
a past race. Let’s just hope they're not Hunter-Killer 
assassin droids. 


fe veraict 
Unlikely 


TRAVELING TO 


OTHER STAR SYSTEMS® 


Those who read the Real Science of Mass Effect 2 
already know that the speed of light is the highest 
velocity anything with mass can travel in our uni- 
verse. Star Wars invented a work-around this theory: 
hyperspace. It’s a method of slipping into the fourth 
dimension of space, where current speed limits 

are different. 

This is an interesting and potentially plausible 
way to explain faster-than-light travel. Pilots in the 
Star Wars series, however, are often heard com- 
menting on how important navigation is due to the 
dangers of colliding with planets, stars, and black 
holes. This tells us that common mass exists in these 
other dimensions, which presents big problems for 
hyperspace’s feasibility. 

The problem is interstellar dust. Empty space 
isn't exactly empty. It’s filled with extremely small 
particles that litter interstellar space. “At near light 
speed, even colliding with a hydrogen atom is dan- 
gerous, says Dr. Joseph Nuth, a research chemist 
who studies interstellar dust at NASA. 

Newton’s second law of physics shows that col- 
lisions with large objects at slow speeds hit with 
roughly the same force as collisions with small 
objects at high speeds. These dust particles are far 
smaller than even the width of a hair, but at light 
speed it would be like getting pelted with giant 
rocks every step of the way for hundreds of billions 
of miles. While this doesn’t make it impossible, it’s 


definitely a big hurdle. 


Unlikely 


Trion’s Rift has 

hit the massively 
multiplayer online 
scene in a huge 
way. Not only is it 
a fantastic game, 
but it’s also one of 
the prettiest we've 
seen in the genre. 
Over the next few 
pages we explore 
some of the 
artwork that helps 
drive the game’s 
Stunning looks. 


1. March Warden 
Eliam is one of the 
most important 
figures in Rifts 
mythology. An an- 


cient leader whose 


body rests ina 
magnificent crypt, 
he has remained 
undistbruned. But 
will the advent of 
the rifts disturb 
his slumber? 
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lron Pine Peak is 

a forbidding part 
of Rift’s world 

of Telara that’s 
permanently 
frozen. Originally a 
temperate zone, it 
suffered from the 
invasion of Crucia, 
a Dragon of Air 
who enslaved 

the populace and 
forced them to 
create a massive 
city in her honor. 


She was over- 

thrown in an epic 

battle and impris- 

oned within her 

own city. To ensure 

She stayed there, 
powerful sorcerers 
leeched the heat 

out of Iron Peaks, 4 
and froze it for 


perpetuity. My 


This illustration is 
a concept drawing 
of one of the Iron 
Pine guards. 
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Some of Rift’s 
many monsters 
are drawn from 
mythology and 
literature. Ents, or 
Treants, should 

be recognized 

by most fantasy 
fans. These plant 
creatures played 
an important part 
in The Lord of the 
Rings and have 
made appear- 
ances in games 
such as Dungeons 
& Dragons and 
World of Warcraft. 
Here's Rift’s take 
on the archetype. 
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One of the big- 
gest features of 
Rift’s gameplay 

is its incursions. 
These real-time 
events can hap- 
pen anytime, and 
anywhere, in the 
game. Basically, a 
rift opens up from 
another dimen- 
sion, and monsters 
begin to spill out. 


A zone-wide warn- 
ing sounds, and 
players need to 
quickly band to- 
gether to destroy 
the invaders and 
close the rift. If 
they don't, mon- 
sters will continue 
to pour forth, cre- 
ating a bridgehead 
for even more 
forbidding foes— 
like these guys! 
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The Psychology of 


Consider the following 
sets of scenarios: 


Player A fights his way to the end of 
a dungeon and finds two treasure 
chests. One contains 500 gold 
while the other contains 250 gold. 


Player B fights his way to the end 

of an identical dungeon, except he 
finds one treasure chest containi ng 
750 gold. 


Which player do you 
think is happier? 


Player Y is hit once by a vampire 
and loses 1000 experience points. 
Asecond vampire shows up and 
hits her again, draining another 
500 experience points before both 
the undead are defeated. 


Player Zis hit by one vampire that 
drains 1,500 of her experience 
points before being defeated. 


Which player is 
more ticked off? 


PRES: 


are more 
surable. Our squishy human brains 
tend not to follow math the way a 

perfectly rational computer bent on 


world domination would, so losing $5 


hurts much more than gaining five 
bucks feels good. 


GAMEPRC.COM /// 


more heavily, a 300 experience point 


aversion m i that losses 
painful than gains are plea- 


: PSYCHOLOGY 
ELLS US HOW 
EN AWAY FROM 


Consequently, we put in more 
effort to avoid losses than we do to 
seek out gains. This holds true for 
gold coins, skill ranks, and experience 


| points in video games and the risks 
| we're willing to take to take to get 

_ and keep them. “If you want people 
to feel ‘safe’ about their risks,” cau- 
tions Nik Davidson, a Lama veteran 


gain paired with a 100 experience 
point loss doesn't feel like 300 minus 
100; it feels closer to zero. “Possibly 
my favorite instance of the interplay 
between loss and gain is when the 
player is given the option to sacri- 
fice something to gain something 
else,” says Mike Laidlaw, the lead 
producer on Dragon Age II. “Would 
you permanently give up your health 
to gain access to powerful magics? A 
tricky question, and one that forces 
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the player to engage with 
the game before them ina 
way that very few media can 
create: an interaction with a 
lasting effect on the rest of 
the experience.” 

Consider the spy-themed 
RPG Alpha Protocol, which 
offers gun upgrades like “+1 
stability, +1 damage, and 
-2 recoil.” Instead of seeing 
these upgrades as a net gain 
of zero (assuming the stats 
are equally important), 
many would see it as a poor — 
choice because that loss of 
2 recoil points weighs more 
than the gains. “You need. 
tobe alert forexchanges,”  —|_— 
Davidson says,throwing = || 
out this example: “A player _ 
loses accesstoonearea sy 
and gains access to another | 
area. Seems fair—maybe 
even more than fair, ifthe 
new areaismoreattrac- 
tive in some way. But the 
emotional perception 
be quite different.” 


Patrick Shaw, senior editor 

I appreciate it when game designers put 
thought into how they reward the player, and 
how they balance that with what the player 
can lose—whether it’s a coveted in-game item 
or their character’s life. For the most part, games have got- 
ten a lot better at ensuring that it feels like things are bal- 
anced in terms of risks and rewards. But not everyone gets 
it right. I’m still not happy about Dead Rising 2’s lack of an 
auto-save feature, which caused me to lose three hours 

of progress and have to start from the very beginning. 


DIMINISHING _ 


‘But wait- 


illustrate this, con 
situation inspire 
periment: 


66[In the Dragon Age gameslit’s possible 
to lose party members due to the way 
their relationships with Hawke and the 
Warden play out. Most of the time, the 
anger we see about that is not that the 
companion character left, but that they 
left wearing the really good armor.99 
—Mike Laidlaw, lead producer for Dragon Age II 


~ Would you make the trip to 


be a way to restore it. Th the other vendor? 


death of the hero follow- When asked similar ques- like less than three s 
ing betrayal in Jade Empire tions (involving real-world losses of 400 points ea 
accomplishes this through costs or calculators), most Smart game designer 
story. In Dragon Age: people say that they would know this, even if th 


Origins, your possible indeed make the trip to save never touched a psycholog 
capture and imprisonment $5 when the item costs $15. textbook. It’s the reason 
serves a similar role. And in Now, consider this ver- why after reaching the end — 
both cases, you overcome.” sion of the situation with of a Lair of Romulusin | 
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A PICTURE WORTH -1 


ancy diagrams make any- 
| thing look legit, so here’s 
@ an illustration of loss 

aversion and diminishing re- 


ea a 


MEANS ALOT 


“Leveling up” in games covers 
a lot of ground, so here are 
some examples of when we're 
sensitive to gains and losses 
according to game designers: 
Gaining new abilities 


Visual cues or cosmetic 


changes to appearance 
(e.g., gear, costumes) 


WT 
nt 


Changes to new leagues, 
ladders, or rankings 


and 
ossible to 
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Ink froma Spigot 


Jeremy Signor explores how superior writing 
elevates the quality of Vaive’s gam 


ee 


alve uses a strange without the top-notch writing 


bag of tricks to 
create games that 


that they apply to everything 
they do. 
are different while remaining 


Live the Story 


We saw the first signs of this 
in Half-Life, in which Valve 
attempted to better integrate nar- 


marketable by using popular 
design theories in varied, 
unfamiliar ways. But the one 
common thread that binds 
Valve's properties together is rative into the FPS genre. Their 
solution: Do away with cut-scenes 


and make everything take place 


excellent writing. Most of their 
offbeat successes wouldn’t work 


from the same perspective, let- 
ting you move and interact with 
things even as other characters 
were talking to you. The idea is to 
keep the player in the experience 
at all times, an admirable aim 
that many designers still hold 

as an ideal. In reality, Valve’s 
approach had problems that 
hampered the games. They may 
have kept players in the action, 
but the portions in which people 
are talking to you are function- 
ally just cut-scenes that players 
could move around in and that 
you can't skip. Mechanically, they 
don't live up to the ideal. 


But the quality of the dialogue 
itself somewhat redeems these 
“cut-scenes.” Watching Alyx 
Vance, Barney Calhoun, and Dr. 
Isaac Kleiner discuss the Combine 
threat while reacting to the Doc- 
tor’s pet headcrab, Lamarr, wreck 
the lab in Half-Life 2 could’ve 
made gamers impatient, but the 
exchange comes off as restrained 
and realistic compared to other 
games of that time. Good voice- 
acting plays a part in this, but it’s 
the smart writing that gives each 
of the characters their distinct 
personalities. Barney is startled 
and annoyed by the appearance 
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ANALYSIS 


of Lamarr, while Dr. Kleiner acts 
paternal and is oblivious to how 
strange Barney finds the entire 
situation. Exchanges like this 
draw you into the narrative, and 
as much as you want some for- 
ward momentum, the dialogue 
makes the characters endearing. 


Valve would eventually discover 
better methods of presenting 
its writing style, which forced 
them to improve the writing 
even further. Portal manages to 
solve Valve's narrative-pacing 
issues by removing momentum- 


killing scenes entirely. Since 
GLaDOS is both the only 
character and a computer wired 
to the entire complex the game 
takes place in, her conversations 
with Chell can happen as you're 
doing puzzles. But while this is 
an effective design decision, the 
writing is really what makes the 
game significant. You start out 
thinking that GLaDOS is merely 
a mechanism that pipes prere- 
corded messages as you prog- 
ress. As the game goes on, this 
slowly changes and degenerates. 
GLaDOS becomes subtly more 
passive-aggressive as you clear 


each of the puzzle rooms. When 
you finally break out of the test- 
ing facility proper, she becomes 
downright abusive, especially in 
your final encounter. Not only 
does the dynamic character of 
GLaDOS remain funny during 
every stage of her descent into 
madness, it also provides a nar- 
rative that is inexorably tied to 
the journey the player takes. 


Surprisingly, innovative writing 
design doesn’t stop with Valve’s 
single-player games. Their 
multiplayer games display the 


same kind of prowess as Portal 
does, though it’s kind of strange 
that they do. You don’t usually 
think of great writing when 

you think of playing an online 
game with others. But Team 
Fortress 2 goes the extra mile by 
bothering to actually character- 
ize the different classes, making 
them actual characters instead 
of just skillsets. Each class looks 
like a cartoon character and has 
a personality to match. And 
while the occasional voice clip 

is nothing new to multiplayer 
games, Team Fortress 2 actually 
uses them to give the characters 


HALF LIFE 2: EPISODE 3 
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remnant ROR 


» ortal’s “Still Alive” 
remains stuck in 


memorable lines from the 
game that didn’t catchon 
with the public? Here are 
some of the best quotes _ 
from GlaDOS: _ 
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| “The effects of prolonged 
exposure to the button 


arenota part of this test.” 


| “As partof an optional 


test protocol, we are 
pleased to present an 
amusing fact. The device 
is now more valuable 
than the organs and | 
combined incomes of 
everyone in [su ject 1 
hometown herel.” 


“That thing you burned 


up isn’timportant to me. 
It’s the fluid catalytic 


Zz cracking unit. It made 
shoes for orphans. Nice 


fun, though? Remember 


_ when the platform was 
sliding into the fire pit 
_and|I said, ‘Goodbye, and 


you were like, ‘No way!’ 


And then! wasall, ‘We 
_ pretended we were going 
- tomurder you. That 
was great.” 


cet 


miata at 


vat ee 
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their personalities. The Engineer 
sounds like a good ol’ boy from 
Texas, while the Scout is hyperactive 
and obnoxious. And let’s not forget 
the Heavy’s Russian insanity. None 
of this is strictly necessary since the 
game doesn't have any narrative, 
but it makes a mechanically superior 
game even more fun. 

Team Fortress 2's characterized chat- 
ter also found its way into Left 4 Dead, 
but instead of merely providing flavor, 
it adds a subtle narrative to a genre 
that doesn’t normally bother with one. 
Each of the four survivors has a set of 
prerecorded quotes that establishes 
their personalities. But here the quotes 
are structured even more contextually 
based on the group’s progression. A 
story exists in the Left 4 Dead games 
as well as a chronological order 


PORTAL 2 


through the maps, but nowhere does 
the game explicitly tell you any of this. 
You're merely dropped into a zombie- 
filled map and expected to fight 

your way to the end. But if you pay 
attention to the incidental dialogue, 
you can piece together the sequence of 
events. The credit goes to writing with 
restraint, as too many designers have 
the urge to spell out everything for 
the player. Here the game trusts play- 
ers to have a brain and make connec- 
tions. Valve's best work is character- 
ized by smart, economical writing that 
doesn’t overpower the gameplay but 
still reveals the full story to those who 
pay attention. It’s the ideal they were 
aiming for with the Half-Life series. 

In that light, Left 4 Dead represents 
the purest representation of this 
idea yet. 


A COUNTRY FOR 
OLD MAN MURR &* 


Old Man Murray. They brought the site’s two 
focuses—sanity in game design and humor—to 
the Valve milieu, with Faliszek working on Left 
4 Deadand Wolpaw on Portal. Seeing as their 
now-defunct site is a big inspiration for the first 
Half-Life, working at Valve is a perfect fit for all 
parties involved. Their brand of humor plays 
very well with Valve's design direction. So the 
next time you're getting berated by GLaDOS or 
chuckling at Ellis’s rambling anecdotes, think of 
Faliszek and Wolpaw. 


GIMME SOME 
\ SUGAR! 


ANALYSIS 


WRITING ON THE WALL 


In the push for narrative 
driven less by dialogue 


and more by gameplay, 


THE CAKEISALIE [tions 


that you can have it both 


€ 


alve seems to have a thing for gr: fit 2S ways. By marrying the 
they've utilized entesetinne pu int ‘i Of two approaches, they have 
ion created a stable of games 
whose quality writing plays 
perfectly off of the progress 
of the player, reminding 
us that both the spoken 
word and text can be viable 
tools in making an experi- 
ence you can only find in 
a video game. And while 
their integration of the two 
doesn’t always hit the mark, 


pul ; the constantly high-quality 
zombie etna sou eld Teaco 


i but those who take a look around can glean val 
able, subtle information. : 


writing ensures that Valve's 
games are always worth 


experiencing. 
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3DS Launch Report 


The GamePro staff dishes out highs and the lows 


of the 3D handheld’s first batch of games. 


mid the excitement 

generated by the first 

wave of 3D-enabled 
console blockbusters such 
as Killzone 3, Crysis 2, and 
MotorStorm: Apocalypse, 
Nintendo released their own 
3D gaming platform in late 
March: the 3DS. Few dispute 
that the gaming handheld’s 
autostereoscopic technology— 
which generates 3D visuals 
without the use of glasses—is 
impressive. After all, it’s the 
first entertainment product on 
the American market that can 
actually do this. But how do the 
games take advantage of this 
innovative, potentially game- 
changing hardware? 


Something 

for Everyone? 

The 3DS’s debut in the United 
States marks one of the biggest 
lineups of first- and third-party 
software titles in Nintendo's 


launch history. Spanning virtu- 
ally every genre—platforming 
(Lego Star Wars III: The Clone 
Wars), sports (Madden NFL 11), 
fighting (Super Street Fighter IV 
3D Edition), racing (Ridge Racer 
3D), pet-simulation (Nintendogs 
+ Cats), and even a submarine 
game (Steel Diver)—Nintendo 
didn’t leave much out in terms 
of demonstrating what kinds of 
experiences can benefit from 3D 
sans glasses. 

For weeks prior to and follow- 
ing the 3DS launch, GamePro 
editors played these games and 
several smaller releases like 
Samurai Warriors Champions and 
Bust-a-Move: Universe. These 
playtests sparked a variety of 
reactions and impressions on 
the 3DS as a gaming platform, 
as well as whether or not its 3D 
actually lends itself to playing 
video games. And while some 
games proved to be weak 
examples of how auto-3D can 


enhance games, other titles 
exhibited that the 3DS isn’t 
just some whacky idea doomed 
to perish like Nintendo’s last 
attempt to deliver a “true 3D” 
console: the Virtual Boy. In fact, 
many of the 3DS’s early titles 
showcase what kinds of games 
really shine in 3D. 


The Highs 

Capcom's Super Street Fighter 
IV 3D is, without a doubt, one 
of the most impressive games 
we ve played thus far on the 
3DS. It’s simple, but the game 
illustrates how fast-paced, 
1-on-1 brawls (and Street Fight- 
er's explosive supermoves) look 
damn cool in 3D. GamePro’s 
Jaz Rignall says that SSFIV 3D’s 
“2D format ironically lends 
itself very well to the kind of 


os 


planar 3D that the 3DS seems 
to excel at.” Our Olivia Hubert 
likewise says that “once I had 
the 3D graphics cranked up to 
the max, the special attacks 

in particular popped out like 
magic.” Others around the office 
added that the 3DS’s nubby 
analog stick and touchscreen 
are ideal for Super Street Fighter 
IV 3D’s back-and-forth, rapid- 
fire attacks. 

Other impressive 3DS titles 
are Pilotwings Resort, which 
sports aerial gameplay ideal for 
3D, and Lego Star Wars III: 

The Clone Wars. Jason Wilson 
says that “the depth of visuals 
in Lego Star Wars proved to 

be an able complement to the 
game and level design. When | 
moved, the world moved, and I 
was surprised at just how cool 


~ 


‘Tts the periscope that really helps Steel 
Diver stand out from the pack. The 3D 
in periscope mode adds an amazing 
amount of depth as you pan smoothly 
back and forth, sinking any ship that 
crosses your path. —Kat Bailey 


_ 


ANALYSIS 


I found this.” Steel Diver, which 
employs very subtle 3D effects 
compared to other 3DS launch 
titles, does some interesting 
things with the touchscreen, 


which is mapped to a submarine : 


control panel complete with 
depth 


and speed gauges, torpedoes, 


and a periscope. Kat Bailey sug- | 


gests that “it’s the periscope 
that really helps Steel Diver 
stand out from the pack. The 
3D in periscope mode adds 

an amazing amount of depth 
as you pan smoothly back 

and forth, sinking any ship 
that crosses your path.” 
Interestingly, some of the most 
effective 3D in the games we 
played is when it’s used with 
restraint, such as when objects 
in the foreground like trees 


‘ - May cause some 
_ discomfort to the 
: _ player’s eyes 


_ + Volume is 

_ considerably 

_ louderthan — 
previous Nintendo 
_ handhelds 


Analog stick nub 
ptimized for any 


_ «Glossy finish 
_ picks up 
_ fingerprints 


or people gently jut out of the 
game’s background. 


The Lows 

But some of the games we 
played on the 3DS feature poor 
use of the hardware and su- 
perficial 3D visuals that didn’t 
add anything to the experience. 
Ridge Racer 3D is among the 
chief offenders. “It’s kind of 
ironic that the best way to play 
Ridge Racer 3D is by turning the 
3D off completely,’ McKinley 
Noble says. “Sure, it’s neat the 
way the game uses the 3DS vi- 
suals to make the tracks appear 
to have depth, but it doesn’t 

do much aside from make your 
eyes hurt from the strain of 
constantly having to reposition 
the viewing angle of the 3DS 


screen. Jaz also notices how 


the game’s 3D racing becomes 
distracting when it creates 
“weird ghosting effects.” 

Not every response to the 
3DS experience is as extreme 
as Street Fighter or Ridge Racer. 
Nintendo's warm and cuddly 
pet sim, Nintendogs + Cats, 
left us with mixed feelings. 
Will Herring calls it “a prime 
example of what’s left my opin- 
ion so divided on the device. 
When it works, Nintendogs’ 
3D capabilities, while far from 
necessary, are very charming—I 
was thrilled to see my French 
bulldog pawing, sniffing, and 
licking right through my top 
screen—but the actual effects 
leave quite a bit to be desired.” 
Issues with the 3DS’s effects 
aren't limited to Nintendogs + 


Cats, either. Jason experienced 


THE HIGHS & LOWS 


mild discomfort with his eyes 


after playing Lego Star Wars III: 
The Clone Wars, and Emanuel 
Maiberg points out that while 
he had fun with Pilotwings 
Resort, the 3D actually hindered 
the experience, making it 
harder to play the game. 
Although some of the 
initial Nintendo 3DS games 
we ve spent time with don’t 
exactly blow us away, most of 
the GamePro editors agree that 
the 3DS has a promising future 
that’s packed with plenty of 
titles for gamers of all tastes. 
We'll just have to wait and see 
if forthcoming releases push 
past the cosmetic advantages 
of auto-3D—and if developers 
can find new ways to capitalize 
on the platform’s capabilities. 
—Patrick Shaw 


- Weird stylus | 

location 4 
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+3D slider for maximum | 
visual comfort ; 


+ Gyroscopic sensors 
area plus 


- Wi-Fi+3D eats up 
iia batteries quickly 


6 UPCOMING 3DS GAMES 
WE CAN’T WAIT TO PLAY 


Metal Gear Solid: 

Snake Eater 3D 

Why: It’s one of the best 
installments in the Metal 
Gear Solid series—and it’s 
coming in 3D. 


Time Traveler 

Why: Time Traveler sports 
luscious anime-style visu- 
als and time traveling, 
and it apparently “doesn’t 
fall into a genre.” 


Resident Evil: Revelations 
Why: Revelations is the 
first story-driven Resident 
Evil since Resident Evil 5, 
and it also returns to 

the series’ traditional 
horror roots. 


Kid Icarus: Uprising 
Why: As one of the most 
visually impressive 

3DS games we’ve seen, 
Uprising marks the long- 
awaited return of Pit. 


Mega Man Legends 3 
Why: It’s the next game 
in the highly underrated 
(and long-dead) action- 
RPG franchise Mega Man 


Legends. 


Assassin’s Creed: 

Lost Legacy 

Why: Scaling buildings, 
diving off them, and 
silently slitting the throats 
of unsuspecting enemies 
sounds awesome in 3D. 


PLAYSTATION 3 


State 
of the 


System: 
PS3 & PSP 


UPCOMING PS3 GAMES 


1. Uncharted 3: Drake’s 
Deception (PS3) 

2. Infamous 2 (PS3) 

3. Journey (PSN) 

4. Dead Nation 

DLC (PSN) 

5. Wipeout (NGP) 


BEST-SELLING PS3 


1. Killzone 3 

2. Fight Night 
Champion 

3. Call of Duty: 
Black Ops 
4.NBA 2K11 
5.Red Dead 
Redemption 


“According to 
VGChartz.com. 


Justin Blankenship 
(@jgblankenship) 
Classy move by 
Gearbox to make sure 
DNF credits include 
everyone. http://www. 
gearboxsoftware.com/ 
dnf-credits/ #longest- 
creditsever 


What’s Kept 
Us Playing 


Killzone 3 
With Bulletstorm, Killzone 3, 
Crysis 2, Homefront, and Duke 
Nukem: Forever all releasing 
before the summer, 2011's 
turning out to be a fantastic 
year for shooter fans. My 
expectations were high for 
Killzone 3 after playing an 
impressive early build way back 
in May 2010. Thankfully, the 
game does not disappoint. There 
are some moments, such as 
when you infiltrate a Helghast 
weapons base disguised as an 
enemy soldier (and many others 
I don't want to spoil), that are 
unforgettable. And now that I’ve 
slaughtered my way through 
its glorious—and much more 
varied than KZ2—-campaign, 
I've started to dip my toe into 
Killzone 3’s multiplayer. If you 
skipped Killzone or Killzone 2, 
it’s not too late to jump right 
into the best installment of 
Guerrilla’s gritty science-fiction 
series. —Patrick Shaw 


PixelJunk Shooter 2 


I haven’t even completed half 
of the missions in Q Games’ 
PixelJunk Shooter 2 for one sim- 
ple reason: The game’s frickin’ 
tough. A lot tougher than the 
original. The gameplay isn’t 
dramatically unlike the previous 
game—you still commandeer 

a tiny ship, using a variety of 
power-ups and tools to rescue 
little scientists. Unlike the 
previous installment, the game 
begins with you inside the belly 
of the beast that devours you 
at the end of PixelJunk Shooter. 
The game's difficultly ramps up 
considerably due to the various 
disgusting hazards inside the 
monster’s stomach, including 
gas, a variety of hostile critters, 
and rivers of acidic bile. While 
PixelJunk Shooter 2’s proven to 
be quite challenging, it’s every 
bit as enjoyable as the original 
and a must-play for fans of that 
game. —Patrick Shaw 
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MLB 11: The Show 
To the gamer who is also a 
rabid baseball fan (like me), it’s 
rare to find a game that lives 
up to expectations and re- 
creates the sport in a satisfying 
enough way that it actually 
complements our enjoyment of 
the real-life season. Sony’s MLB: 
The Show series has been doing 
that for a couple years now, but 
it really hits it on the screws 
with this year’s edition. New 
analog controls for pitching, 
hitting, and fielder’s throws are 
some of the most refined ever 
seen in a sports game, and the 
enhancements to the Road to 
the Show feature makes the 
RPG-like experience of bringing 
a raw player up through the 
minors and to The Big Show an 
even more satisfying re-creation 
of this fan’s childhood dreams. 
Best baseball game ever? Let’s 
go with “yet.” —Tom Price 


What! Wish 
Lasted Longer 


Fight Night 
Champion 
I've been a fan of EA Sports’ 
Fight Night series of boxing 
sims for quite some time, but 
I've never enough of a fan to 
come back for every single 
yearly installment. As much as 
I enjoy sweat-spattered cheeks 
flapping in slow motion as 
I knock the mouthpiece out 
of a rival boxer, I never cared 
enough about the technical 
and strategic aspects to really 
immerse myself in more than 
the core campaign. Fight Night 
Champion appealed to me early 
on, though, with its promise of 
a cinematic story mode—the 
eponymous Champion mode— 
that chronicles the fall and 
subsequent rise of a talented 
young boxer. And I enjoyed 
Champion mode, so much so 
that I finished all of it in 3 hours, 
41 minutes. Now I realize it’s 
quite remarkable that a boxing 
game even has a story mode, but 
come on—it just left me hungry 
for more! —Will Herring 


What’s Lost 
Our Interest 


Homefront 

I rarely dip into first-person shooters; the games frankly bore me. 

I was interested in Homefront, though, to see how its premise of a 
near-future invasion from...North Korea...holds up. I’ve recently been 
interested in alternative history fiction, and when written well (check 
out the works of Harry Turtledove), such works can be a lot of fun. But 
as I play through Homefront, I can’t get past just how ridiculous the 
idea that North Korea could invade not just South Korea and set up 

its version of Japan’s “Greater East Asia Co-Prosperity Sphere” notion 
from World War II but land troops in North America as well. You'd 
think China might stop North Korea from becoming the dominant 
force in East Asia. So far, Homefront hasn’t addressed this. THQ and $ 
Kaos Studios pulled their punches—to make this an effective work of 
“What If?” storytelling, the villain should be believable. And in this 
context, that means China, not North Korea. —Jason Wilson 


) Dissidia 012 | 
Duodecim | 
Final Fantasy | 
By the time this issue hits 
newsstands, we'll have posted 
our writeup of the Dissidia 

es ; ie ing 012 Final Fantasy online, but | 
y mg 4 ae I’m actually in the middle of | 

: we ny reviewing it right now. To put it 
mildly, ’msounderwhelmed by | 
Dissidia 012 Final Fantasy that | 
I just want it to be over. Sure, 
the game is a visual powerhouse 
(for the PSP), but it really feels 
like I’m playing the exact same 
thing with new characters. For 
what it’s worth, the single- 
player mode is exactly what I 
wish an eventual Final Fantasy 
VII remake would look like, 
overworld map and all. Square 
Enix is probably going to dangle 
that carrot in front of me for 
another 10 years or so, but at 
least I can see that technology 
does exist that would make 
PlayStation-era Final Fantasy 
games look damn good on the 


PSP. —McKinley Noble 
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XBOX 360 


What's Kept 


Us Playing 
: : | Naruto Shippuden: 
St t Uitimate Ninja Storm 2 
a e Although I read the Naruto 


of the manga faithfully every week, 


there’s a reason that I don’t 


System: watch the TV show—most of 


the time, the animation looks 


Xbox 360 like complete crap. Fortunately, 


Ultimate Ninja Storm 2 doesn’t 
have this problem, as the 


Scott Pilgrim 
vs. The World 
I had an extra batch of Microsoft 


Xbox 360 hardware powers points on hand, and I got the 
some incredibly slick cel- great idea to buy Scott Pilgrim 
UPCOMING 360 GAMES shaded graphics. It’s so good vs. The World. I read the comics 
‘eae that I actually wish that the long before the movie came out, 
animation studio behind Naruto . . so I was familiar with the game, 
1. Gears of War 3 would scrap their hand-drawn bee : and it was something I could 


pick up and play pretty easily. 
Even the nongamers I played 
with managed to keep up with 
the simple retro controls with 
barely any coaching. What was 
actually surprising was that we 
all started getting better at the 
combat, used teamwork as we 
kept playing, and were suddenly 
shouting tactics to keep reviving 


each other before we all died for 


2. Rise of Nightmares stuff and just let developer 

3. Forza Motorsport 4 CyberConnect2 animate the 
| 4. Batman: series for them. Moreover, the 
| Arkham City fighting engine is actually pretty 
5. Shadows of the balanced. Switching between 

Damned ninja techniques and melee 
works great, and it’s nice to see 
some aerial combat actually 
making a difference. Any video 
game based on an anime should 
at least try looking this good. 


_ BEST-SELLING 360 


1. Kinect Adventures! —McKinley Noble good. It’s been a long time since 
2. Fight Night _ - _ Mortal Kombat I’ve had this much fun playing 
Champion as , : Ever since the Mortal Kombat: games with my buddies. 

3. Bulletstorm Rebirth trailer first hit YouTube, —McKinley Noble 


4. Call of Duty: 
Black Ops 
5. Halo: Reach 


I've been frothing at the mouth 
for the video-game reboot. 
Playing the Mortal Kombat 
demo during GDC in March 
hasn't helped stem my appetite. 
Every time | see a new trailer, 
it’s obvious that NetherRealm 
Studios is taking the series 

far away from the PG-rated 
crapfest that’s Mortal Kombat 
vs. DC Universe. People say that 
Ed Boon’s just remaking the 
first games all over again, but 

I don’t care. Judging from my 
experience, this is a launch-day 
purchase for me. It’s been too 
long since I could get excited 
about Mortal Kombat, and I’m 
buying into the hype full-force. 
Plus, Mileena looks hotter than 
ever. —McKinley Noble 


> eee 


“According to 
VGChartz.com 


Cliff Bleszinski 
(@therealcliffyb) If 
there was ever a Bullet- 
storm movie | think 
@NathanFillion would 

| make a killer Grayson 
Hunt. This is just my 
random musing, BTW. 
#NOTNEWS 


Beta/Demo that | 
Makes Us Excited 
for the Full Game 


Bulletstorm 
Even as someone who loves scatological humor, Bulletstorm’s dialogue 
(which typically involves feces, genitalia, or both) loses some of its 
comedic impact from overuse. But the game itself is one of the most 
entertaining action titles I’ve played in a long time. Due to the short 
length of Bulletstorm’s missions, which are crammed with new things 
to do and kill, it was hard to put the game down; I blew through its 
campaign fairly swiftly. One of my favorite moments in Bulletstorm 
involves commanding a remote-controlled animatronic dinosaur. Using 
a laser-pointer like device, you order the robotic creature to smash 
and blow up everything in its path. This is just one of many insane 
moments that make Bulletstorm worth a look. —Patrick Shaw 


Gears of War 3 
Gears of War is among my 
top five favorite franchises 
and always spices things up 
multiplayer-wise by not offering 
the same tired online shooter 
modes. Gears 3 is no different. 
While my time with it was 
unfortunately brief, it’s clear 
that Epic has taken many of 
Gears 2’s chief strengths and 
built on them while tapping 
their community for feedback 
and suggestions on how to make 
Gears of War 3’s multiplayer 
a leaner, meaner machine. At 
least in terms of the beta, the 
multiplayer component of 
the game won't disappoint. 
We'll just have to wait until 
September to see if the same is 
true for the campaign. Can't wait 
to make meat smoothies out of 
the Locust with new killing tools 
like the retro lancer and the 
double-barreled shotgun. 
—Patrick Shaw 


What Makes Us 
Wanta3DTV 


Crysis 2 
While 3D is unsuitable for some 
types of video games, Crytek’s 
sci-fi-infused shooter sequel, 
Crysis 2, is not one of those 
games. Crysis 2 is an exhilarating 
experience packed with epic 
moments that 3D intensifies. 
From the moment the game 
begins—where a submarine 
you re on is attacked, and the 
punctured hull spills water 
and steam into the sub and 
your face—to its incredible 
finale, Crysis 2 is a game born 
to be played in 3D. I actually 
played a little over three hours 
straight of the campaign in 3D 
before remembering the game’s 
warning to take breaks from 3D 
now and then. Even after that 
3D binge, I didn’t experience 
any discomfort. If you’re lucky 
enough to already own a 3D TV, 
you should definitely check out 
Crysis 2. —Patrick Shaw 


State 
of the 
System: 


Wii, 3DS, 
&DS 


| UPCOMING GAMES 


1. Kid Icarus: 

Uprising (3DS) 

2. Resident Evil: 

| Revelations (3DS) 

3. Super Mario (3DS) 

| 4. Legend of Zelda: 

| Skyward Sword (Wii) 
| 5. The Last Story (Wii) 
| 


BEST-SELLING WII 


1. Wii Sports 

2. Just Dance 2 

3. Wii Sports Resort 
| 4. Michael Jackson: 
The Experience 

5. Zumba Fitness 


“According to 
VGChartz.com 


verheard on Twitter 


Marcus Beer 

| (@AnnoyedGamer): 

| Super Street Fighter IV 
on the #3DS is simply 
brilliant. It’s the best of 
the 4 launch titles | 
have played so far. 


W 
opinions have been pretty mixed 
on the 3DS launch titles and 
their 3D visuals, we all agree 

on one thing—the augmented- 
reality technology is great. Most 
of us have been squealing with 
delight over the different hats 
that the 3DS’s AR cards give 

the Nintendogs. Even the Face 
Raiders game is surprisingly fun, 
especially since you can put your 
own face on the enemy propeller 
drones. When I get my own 3DS, 
I'm going to take pictures of 
Sailor Moon and stuff and make 
the AR games as silly as humanly 
possible. —McKinley Noble 
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A few weeks ago, I got a 
Japanese 3DS and four of its 
launch titles: Samurai Warriors, 
Shanghai 3D Cube, Ridge Racer 
3D, and Street Fighter IV 3D. By 
far the best one is Street Fighter 
IV 3D. The game’s 2D format 
ironically lends itself very well 

to the kind of planar 3D that 

the 3DS seems to excel at. The 
layering of the game’s graphics 
make it look amazing—certainly 
much more so than Ridge 
Racer's, which sometimes create 
weird ghosting effects—and the 
fact that the game plays on one 
plane makes it fairly easy on the 
eyes. The 3DS’s nubby analog 
stick works very well with the 
game, enabling you to control 
the action with a decent degree 
of finesse and pull off special 
moves—although you can also 
use the lower touchscreen to pull 
off canned special moves, too. 
SFIV 3D has a ton of gameplay 
modes and different characters 
and items to unlock, ensuring 
plenty of replay value. 
—Jaz Rignall 
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Ma agon Quest 
fans, myself included, tend to 
regard Realms of Revelation as 

a lesser entry in the series. It’s 
good, but it’s not great, whether 


it numerically follows the 
~ excellent DQV or chronologically 
‘follows the thoroughly addictive 


DQIX. But I’m faithful, after 

all, so I’m enjoying my time 
traveling the game’s dual worlds 
and leveling up along the way, as 
always—and it’s the old-school 
RPG simplicity that keeps me 
loving this series, especially 
when it’s portable. Sure, DQVI is 
“just” another remake and not 
purely designed for the DS like 
IX is, but I can’t let it go just yet, 
especially since this is the first 
time it’s officially in English. 
—Ray Barnholt 


Etrian Odyssey ill 
Atlus is one of my favorite pub- 
lishers because of niche games 
like Demon’s Souls, Persona, 
and Etrian Odyssey III. I poured 
hours into Etrian Odyssey III 
when it first came out in late 
September, but I set it aside 
after Persona 3 PSP got its hooks 
into me. I went back to it, and 
I’m having just as much fun 
with this dungeon-crawler as I 
had with the first Etrian Odyssey 
back in 2007. Exploration and 
proper management of your 
party is key. As I learned with 
the first and second games, you 
really need to have more than 
just a standard party of adven- 
turers—be sure to have enough 
people to outfit specific parties 
for exploration, for resource- 
gathering, and for battles with 
those overpowered FOESs. It’s 
a game about patience, but it 
rewards those that take their 
time with it. —Jason Wilson 
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Ugh, this happens every year. A new Pokémon game comes out, and 
my life just grinds to a halt. Dishes pile up in the sink, the trash isn’t 
taken out, dust starts to layer in my room, and I outright stop call- 
ing people. At the worst, I wind up playing the game so late at night 
that I don’t even shower in the morning—and hope that no one 
notices. Pokémon White has completely taken over every second of 
spare time I have every night, and even after beating the main game, 
the metagame is probably going to take me months to work through. 
Jaz was just talking to me about why portable games for DS and PSP 
should only cost as much as an iPhone app, but Pokémon is probably 
one of the only games I would justify spending 40 bucks on every 
year. Honestly, if the Pokémon in these games weren't so butt ugly, I 


wouldn't go back to HeartGold or SoulSilver. —McKinley Noble 
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What Left Me 
Contemplat 


I'm afraid to even guess at how 
many times I’ve taken a course 
of action in my twentysome 
years on this earth, only to im- 
mediately regret it and repeat to 
myself, “If only I could go back in 
time” ad nauseum late into the 
night. Atlus’s latest handheld 
role-playing game, Radiant 
Historia, explores such a concept 
in a pretty cool fashion, allowing 
players to travel between two 
branching timelines as they 
progress through a pretty epic 
wartime yarn. It’s a really neatly 
implemented, not to mention 
insanely useful, storytelling 
device and gameplay mechanic— 
especially to someone like me, 
who can spend up to an hour 
deciding on a “plain” or “wheat” 
bagel every morning. 


—Will Herring 


MOBILE 


Overheard on Twitter 


State 
of the 
System: 
Mobile 


UPCOMING MOBILE GAMES — 


1. Final Fantasy Tactics 
2. Angry Birds 2 

3. Great Little 

War Game 

4. War Pinball HD 

5. Death Rally 


BEST-SELLING MOBILE 


1. Tiny Wings 

2. Street Fighter IV 
3. Angry Birds 

4. Angry Birds 
Seasons 

5. Fruit Ninja 


“According to iTunes 


(@RovioMobile): 
Ever tried to submit 
a game for console? 
Rapid update cycles 
not exactly a cup of 


tea. Freedom not 
the word. 


Who would’ve ever thought 

to mix Bejeweled with Puzzle 
Quest and Rogue? Fireflame 
Games’ Dungeon Raid is the first 
“roguelike match-3 puzzler” I’ve 
encountered, and it’s awesome. 
The “monsters” are skulls with 
varying degrees of strengths and 
health; they each do a specific 
amount of damage per turn (and 
some have special powers, like 
poisoning healing potions). How 
do you kill them? By matching 
skulls with swords. You can also 
boost your armor by matching 
shields, grab gold by matching 
coins, and heal yourself by 
matching potions. Killing skulls 
earns XP, and as you level up, 
you gain more abilities to help 
you fight the skulls. You also 

get new gear from filling your 
coin and armor counters. This 

is a game well suited for the 
iPhone—play a few rounds while 
waiting for the toilet during $2 
beer night at the local pub, or 
spend an hour with it on your 
train ride to work. 

—Jason Wilson 


Angry Birds Lite has been a staple of my iPhone library for many 
months, but I finally bit the bullet and got the full version upon beat- 
ing the sampler levels with the highest amount of possible points. I 
think there’s something about my obsessive compulsion that makes 
me unable to move on to the next level until I get at least two stars on 
the current one at hand, and it’s even more frustrating when I start 
seeing little adjustments that can earn me another 1,000 points. Even 
though Pokémon White takes up the few hours of gaming time I get at 
home, Angry Birds usually fills in the space during my ride to work. I 
went into this game kicking and screaming, so don’t expect me to buy 
the holiday updates. —McKinley Noble 
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Midway Games defined the 
arcade-sports genre with the 
NFL Blitz, MLB Slugfest, and 
NBA Jam franchises, but they 
kind of diminished that legacy 
over the years with lesser titles 
like NBA Ballers and Blitz: The 
League cranking out meaningless 
titles year after year. So the 
return of NBA Jam to Xbox Live 
last year was welcome, but not as 
welcome as a version for iPhone. 
NBA Jam does an amazing job 
of re-creating the rim-rocking, 
ball-exploding craziness of 2-on- 
2 arcade basketball on a mobile 
device. It’s one of those games 
that’s great for showing off the 
awesome visual capabilities of 
the iPhone as well as bringing 

a smile to the face of any fan 

of the old classic. Let’s just 

hope a future update includes 
multiplayer. —Tom Price 


MINMOTRONW: 


British developer Jeff Minter 
has a very specific way of devel- 
oping games—psychedelic, to 
say the least; full of livestock, to 
say a little more. (If you’ve seen 
Space Giraffe, you'll understand.) 
His latest game, Minotron 2112, 
isn’t quite as “far out” as his 
previous games, but it’s still 
addictive. An obvious clone of 
the classic dual-stick shooter 
Robotron, Minotron proudly lives 
in the early ’80s, when absurdly 
challenging shooters were what 
attracted players. It has a 
present-day sensibility, though, 
with a variety of control types 
and assist features that make it 
enjoyable for anyone. | like to 
think I’m good enough with the 
manual control, but I find myself 
switching it up depending on 
my gaming mood, like when I 
want someone else to handle 
the aiming for me. Regardless, 
Minotron is great twitch gaming 
from when that actually stood 
for something. —Ray Barnholt 


What Made 
Me Reexamine 
My Career 


I'm a diehard fan of Japanese 
developer Kairosoft’s initial 
iPhone entry, Game Dev Story, 
and bought their follow-up re- 
lease, Hot Springs Story, the mo- 
ment it crossed the App Store’s 
wires. It’s a pretty big departure 
from Game Dev's knowing wink- 
and-nudge approach to the 
video-game industry and all its 
eccentricities, but the decidedly 
more Japanese content and 
changeup in game mechanics is 
hardly off-putting. Hot Springs 
Story took me a bit longer to 
really get the hang of, but it also 
marked the first time I'd spent 
inside, on a sunny Saturday, 
playing an iPhone game since, 
well, Game Dev Story. That has to 


count for something. 
—Will Herring 


Best Ba 
For Your 


iiny wings 

One thing that I’ve always 
appreciated about the iTunes 
App Store is how it’s allowed 
independent developers a direct 
line to consumers with the 

tap of a touchscreen. Andreas 
Illiger’s charming one-button 
game only cost me one dollar, 
but for a game as ruthlessly 
addicting as Tiny Wings is, I'd 
gladly pay a bit more. Tiny Wings 
is the ideal iPhone game—you 
can zone in and zone out at 

a moment’s notice, and it’s 
one-button (or “one-touch,” I 
suppose) design makes it ideal 
for playing on my ever-crowded 
morning commute. What did 
people used to do before iPhone 
apps? Converse? Nonsense! 
—Will Herring 


UPCOMING PC GAMES 


1. The Witcher 2 

2. Deus Ex: 

Human Revolution 
3. Dungeon Siege Ill 
4. D&D: Daggerdale 
5. Neverwinter 


BEST-SELLING PC 


1. Total War: Shogun 2 
2. Homefront 

3. Warhammer 40K: 
Dawn of War 2— 
Retribution 

4. Assassin’s Creed 
Brotherhood 

5. Dragon Age ll 


“According to 
GamesDownloads.com 


Julian Murdoch 
(@GWJRabbit): Wait, 
this can't be right. 
There are no subtitles 
for Dragon Age 2? 
Don't these people 
realize grown ups play 
these games? 


What’s Kept 
Us Playing 


I’ve built castles and tried 


to reenact the life of Henry 
VIII in just about every Sims 
game there is (even MySims 
Kingdom, which totally doesn’t 
lend itself to the Tudors), so I 
thought I'd be happy with The 
Sims Medieval. Bonus, the game 
actually acknowledges me, the 
player, as God (even though it 


insists my name is The Watcher). 


Unfortunately, Sims Medieval 
lets me down a little by forcing 
structures and a quest-based 
system on me when I'd much 
rather be peopling a plague- 
ridden countryside with royal 
bastards. But hey, the writing 
is good, and Patrick Stewart 
delivers an amusing voiceover 
in the opening video. I can get 
some mileage out of this even if 
it’s not my dream Renaissance 
Festival game. —AJ Glasser 


Bethesda’s open-world fantasy 
opus failed to catch me the first 
time around in 2006. Frankly, 
it bored me. But after reviewing 
Two Worlds II, I decided to give 
Oblivion a second chance. I’m 
glad that I did. I’ve become lost 
in Cryodill, frequently skipping 
the fast-travel system to walk 
around (or ride on my horse) 
until I find something interest- 
ing to poke my snout into (I’m 
playing an Orc, ditching my 
tendency to adventure with 
mages for a heavily armored 
warrior, which I’m sure is adding 
to my enjoyment). In fact, I’ve 
barely played any of the quests 
in the main line of the story; I’m 
having much more fun taking 
this game at my own pace, in my 
own way. I’m wondering if I’m 
enjoying so much because the 
game I've been playing the most 
recently, Dragon Age II, doesn’t 
offer me this same level of 


freedom. —Jason Wilson 


So after playing World of War- 
craft obsessively for almost 
seven years, I’ve finally weaned 
myself off this highly addictive 
MMO gaming drug...by getting 
myself addicted to another 
MMO. Noooooo! At a time 
when I thought I'd be seriously 
getting into World of Warcraft’s 
latest expansion, Cataclysm, 
instead I found myself becoming 
increasingly disillusioned with 
the way the game was going. 
After burning through its 
launch content at an alarming 
rate and finding myself feeling 
like I was on some kind of 
treadmill running past the same 
pieces of scenery over and over 
again, along came Rift, offering 
something new and different... 
but at the same time something 
strangely familiar. That’s because 
Rift basically does what WOW 
did seven years ago: It’s taken 
the best features of current 
MMOs and added a host of new 
things to create a whole new 
experience that’s moves the 


genre forward. —Jaz Rignall 


What’s Lost 
Our Interest 


While I have problems with the direction BioWare took Dragon 
Age II's design, I still think it’s a good game. But it’s a game I’m not go- 
ing to return to anytime soon. The more I reflect upon my review play- 
through, the more I find my enthusiasm for this game disappearing. 
Two of the biggest reasons are the lack of player choice and level-design 
decisions. Hawke’s major decision comes when you're creating your 
character: your class. This affects the prologue (along with how you 

| play, of course), but from the first act on, Hawke plays through a largely 
It takes something different _ predetermined story. It lacks a Landsmeet-like event that makes 


to get me into a tower-defense _ Origins special. I’m also dreading going through so many of Dragon 
game these days. Plants vs. Age II's recycled areas again. They weren't interesting the first time 
Zombies is just too cute to resist. | around—I’m sure they’re even worse the second time. —Jason Wilson 


Dungeon Defenders adds some 
role-playing spice. And Anomaly: 
Warzone Earth asks you: How 
about you take the offensive for 
a change? Instead of assembling 
defenses, you take your group 
of units and find a way to 

defeat the defender’s towers 

to reach your goal. Anomaly is 
set in a near-future in which 
alien invaders have arrived on 
Earth—and it’s your job to stop 
them. You control a general in 

a mech suit, who directs his 
forces, purchases more units, 
and repairs the damage inflicted 
by the aliens. By putting you 

on the offensive side, Anomaly 
challenges you to find the best 
route to your goal, one that 
frequently changes on the fly as 
battlefield conditions shift. 
—Jason Wilson 


What’s Kicking 
Our Butts 


I love real-time strategy games, 
but I’ve always struggled to 
control my units properly in 
the face of the enemies’ press; 
sometimes, they just move too 
fast for me to properly react. I’m 
having the same problems with 
Men of War: Assault Squad. This 
hardcore strategy game based 
in World War II is a multiplayer 
affair, but its skirmish mode 
allows you to face a computer 
opponent. In my first foray, 

my quick defeat of Japanese 
infantry emboldened me. Sadly, 
I pushed a little too far, getting 
chewed to bits by two machine- 


7 gun nests. After I lost my squad, 


I tried again. And again. And I’m 
glad I did. Fans of games like 
StarCraft II might find Assault 
Squad and its ilk daunting (you 
even have to manage ammo 

of your units!), but its slower 
pace of RTS gameplay, realistic 
tactics, and difficulty provide a 
challenge wargamers crave. 
—Jason Wilson 


ANALYSIS 


BULLET 
POINTS 


We've boiled down 
GamePro.cont’s most 
notable reviews into 
tasty bite-sized 
nuggets of goodness. 


Shift 2: Unieashed 
(PS3/Xbox 360) 


“It’s pretty up-front about 


what it wants to be: a loud, 


brash, and exciting thrill 
ride of a racing game that 
mixes realism with over- 
the-top action.” 


PROS: Exciting racing action; 


very dynamic visual presenta- 


tion; excellent car customiza- 
tion options; it’s fun once you 
get the game set up right 

for you. 

CONS: Difficulty setting seems 
either too hard or too easy; 
handling settings a bit fiddly 
to set up. 
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‘Madden NEL 
- Football (SDS) 
\dequate portable 
nN —_ that offers 


Pilotwings Resort 
(3DS) 


“Nintendo's high-flying 
flight sim is a fun and 
varied launch title, but it 
suffers from wonky 3D ef- 
fects and a notable lack of 
multiplayer features.” 


PROS: Impressive visuals; 
good variety of missions; great 
soundtrack; lots of collectibles 
and extra challenges; interest- 
ing new flight vehicles. 

CONS: No online gameplay 

or leaderboards; depth and 
targeting is hard to judge when 
the 3D is turned on; no ad-hoc 
multiplayer; time limit on Free 
Flight mode is annoying. 
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‘Tic er t Woods 


tour 12: The 


| Masters(PS3/360) 
| “It’s not a must-buy if you 


own last year’s edition, 
but it’s another step in 
the right direction for the 


| series and an easy recom- 
_ mendation if you've 
jets cand baa! 


Crysis 2 (PS3/360) 
“Crysis 2 is a riveting first- 
person shooter we highly 


recommend to fans of the 


genre, as well as those 
looking for something to 
showcase the might of 
their 3DTV.” 


PROS: Gripping campaign that 
plays out across 10-plus hours; 
looks incredible in 3D; great 

balance of sci-fi and real-world. 


CONS: Uninspired alien designs; 


the campaign loses steam 
midway through. 
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i" canes addictive 30S 
| puzzle one 


. PROS: cine aiiblicie 

- Bust-A-Move gameplay with 

| power-ups to enhance the fun; 

| cheapest 3DS launch game! 

| CONS: Only two modes, both 

| single-player; natural but 

| unimpressive use of 3D; might 
_ feel too samey for some. 


ok 


Okamiden (DS) 
“Much like starring pup 
Chibiterasu, Okamiden 
faithfully does the job of 
its predecessor, although 
it lacks much of the 
grace and poise that we 
saw from Amaterasu’s 
adventure.” 


PROS: Control scheme works 
very well on the DS touch- 
screen; fun combat; great 
boss battles; plenty of quests 
and collectibles; faithful to the 
source material. 

CONS: Artwork takes a notice- 
able hit in quality on the DS 
hardware; puzzles are a bit too 


easy; too many loading screens. 


| mobs that can bettricky for 
4 solo players. 


Homefront 
(PS3/Xbox 360) 

“It does a whole lot right, 
delivering powerful 
imagery and action on the 
single-player side as well 
as interesting multiplayer 
alterations, but neither end 
feels fully realized.” 


PROS: Very strong campaign 
packed with powerful imagery 
and atmosphere; diverse 
gameplay opportunities amid 
the campaign; some engaging 
tweaks on standard multi- 
player conventions. 

CONS: Abrupt conclusion 

and brief length keep cam- 
paign from true excellence; 
multiplayer options a bit thin 
compared to competition; its 
occasional visual glitches can 
be distracting. 
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_ The 3rd Birthday 

_ (PSP) 

| “It’s a decent enough third- 

_ person shooter, but The 

| 3rd Birthday’s muddled 

| multigenre mechanics and _ 
 convolutedstorydolittle 
| tomakeit a must-own 


Read these 
and more at 
GamePro.com. 


Sign Up For Your Membership Today! 


Members Get Discounts On: 


ames Music Gadgets 
— LAN Centers Hotels T-shirts 
Movies Gaming Events Magazines 


For more information or to sign up, go to www.theeca.com. 


® Entertainment 
Consumers 
< Association 


Roth’s Review | 
The editor’s letter hinted | 
_ at the possibility of a | 
osereeee > television show, which 


was foreshadowed by a | 
guest review from future | 
GamePro TV host J.D. 
Roth. Now the narrator 
and producer of The 
Biggest Loser, Roth rated 
Tail Gator for the Game 
Boy, giving it full scores 
for Fun Factor and 
Challenge while using the 
word “bogus” three times 
in the review intro. 


The Battle Begins 


One of the most iconic 
video-game series of the 
early 90s, Battletoads 
made its first magazine | 
cover appearance on the | 
front of our May 1991 
issue. The game scored 
full marks for Graphics, 
Gameplay, Fun Factor, 
and Challenge, missing 
the across-the-board 
acclaim for a slightly 
lower Sound tally. 


A Warrior Falls | 
While one of the top | 
franchises of the era 
exploded onto the cover, 
ahit series from the’80s_ 
died a silent death in the 
issue. Ikari Warriors III: | 
The Rescue scored the 
only “poor” rating in 
the issue for its Challenge | 
due to diminished | 
difficulty level, which was 
the result of the game’s | 
infinite continues. 


GamePro examined Sega’s 
only dedicated portable 
platform, the Game Gear, | 
LNs will which intially released | 
oy ‘ q a — . in New York and Los 
: ~~ | ; . | Angeles during the time 
of this issue’s publication. 
Even more ancient 
than the metropolitan 
test-release schedule is | 
the promise to rate the | 
portable against another 
long-forgotten system— 
the Atari Lynx. 


Gearing Up 


May 1881 
$3.85 Canada 84.95 —- 
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| IT’S TIME TO GO 


cca. 


EXPERIENCE ALL THAT E3 EXPO 
HAS TO OFFER BY REGISTERING 
TODAY AT WWW.ESEXPO.COM. 


SENET ER NST ETE SORT Cee in yi 


entertainment 
software 
association 


\NGELES CONVENTION CENTER 
JUNE 7-9, 2011 


WWW.E3SEXPO.COM 


E3 Expo is a trade event and only qualified industry ptofessionals may attend. 


‘ 21D . No one under 17 will be admitted, including infants. Visit www.E3Expo.com for registration guidelines. 
‘WORLD EXPO * © 2011 ENTERTAINMENT SOFTWARE ASSOCIATION 
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| Download the Pirate Discovery App for a look inside Disney's Pirates of the Caribbean: On Stranger 
: Tides. Watch exclusive content, talk about the film with other fans, buy tickets on Fandango, and pla 
: . The Pirate Discovery App, only from Verizon. Climb aboard. 
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